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ina*f j& m& * *rae-f s <t 5 t-ssts * * s ± * o b* £ 

£«te©SHt*»«TTffii::«j*3ftT:fe5, • 
HtrlS)'i*#g:(- «t •? ^afe^ftfc-srftyo y sj-^v 5 ^ ^ 

*#ftK:fc1t*ftfcWBB«*^r***SVt«)©HiRRr . 
fr hu lE^B $ * 5 * © B fit t , 

m i tftf^flr* t m 2 mmt^A^-r^x^^ t . 

S5IE@EB*JS^^J; (JBaB*#Sr«fc-ri:*JS^ftfc 

BMSRtfflWE* 2 SftftMB*. ie:^o*^^rC, -trojgffiisaE 
lE^ftfcBTSbyny^^-^a:^ ^SPXfi— 93 

AB#„ 

mrlE^-A^^-^tc^^i?^^ hSrEfii" S^© 



IWBiBBUtfteat^v^, IWB^— A^y— i?teE«S 
i-5#»^»i:, 

*HEAA*IM*. »2»f^«#SrA*i-5± 5 t«IES 

ilrEiE»ltf;R;£#«as, fflfBAA*«*WE*2*fP 
«#*A*Ufc«FJc«rEfiaaK7©R3£S:ff 5 ± 5K« 

ffot, mflSpTtij^n <y 9*7 it*. 9 h<Df*U 

1 0 ] ft im. 1-9 ^tt^^fBtt^y- Affi 

i i ] ft*^ l-io ©firn*McE«©^— a 

8BSriS«^S*«HH«*R«i-saK«^«^SSrl& 
l 2 ] fftftK l-ll ©ffi*tjW£E*<D^-A 

»*s*^*i-s^RraE««s:R«i-siS«praER3e 

1 3 ] 1**21 1-12 ©faftsWdlEft©^— 

^foJH*i-a^RSr'*i-5J;5K % ttGStl^MIS 
[ft** l 4 ] flt&S 1 -13 ©faftjWcEft©^— * 
S^^-A^^-^*iateS*SlHl«*aS:«rE3£11J2: 
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ttESBIta, tt«)*«i©#«y-A«rltai-6.fc8& 

BlTEffio*«A*blil^#*a«bfc»&l-, Sfftfc 
Hl^f-^tcS^v^T, SfrEIlHte^R^BtrEy— a^x— 

S:*tf n t Sr«M»4:i i S^AflMB - 

i?^9 h<o«H*r3E3Ei-5««!ejE¥«S:lWrES«fc« 

tMXXA^trtmEttoaiRK^i-SSMKXff^ 
ft#«Sr»E»«^«****:«)©««i:. 
«E«©»»»bW«X«*ftSfllbfc»&fc. am 

i>*:«jHaEx«*fcs^v^T, BftEas^x^a^Rrfb 

9 h©WRSrKXi-5J:5t. SfrESI 

Sr*tf £ £ trffltt £ i-S y — 

[W*^ 1 8 ] ft j£m 1 — 17 ©Mih^JiEtt^— A 

ho, WE»»#RfcJ:5»»a«SriIii{bi-« 
**ft*«S:«rESS«^«IBS*«fc*oi»«^&y 

1 9 ] tt*3g 1-18 CD{fftb^^ClE*oy— A 

W*y9*7*J=.9 M-SCXi-S^Flift^RSrBWafi 
^*KWf^&fuE<ai^ 



(4) 



4#HfSFl5-260269 



m ^ 2 1 ] w^fi i ~ 2 o <D{nti^mm<n^- a 

2 3 ] H»&5 21I(±22 ^fE«©1f SRfEftjSt 
HSWoffiliSftRW] 

[ 0 0 0 1 J 

3r © ^— a & #fif $ •& 5 * ^ i» mmm fc m-r 

[0 0 0 2] 

LTV^ 0 Mx-li. #ffF»3 1 6 9 8 6 5#fcJ«sfci& 
[0 0 0 3] 

[0 0 0 4] *3BWtt, JifaaHSrje^-Ctt^tLfct© 
[0 0 0 5] 



7 3, iBe^^^W#7 5 3) fflrE^-A^x 

tf, H5©*ff7Ji»i o> fi^is:^gi5 2 2 i, m£>n% 

T; gutsy— i^y 1 — v > ^iag^ttTV>5HTa^ny^ 

5 CDiae^SP 2 2 3 t , ^1/^7-^7 5, lEB^f* 

x.fc£, H 5 oiH*(B 2 2 4 , Jg*^^ >^ y'mn 7 5 

■rsWTW^a (Wia, 05^7^22 5, 

[0 00 6] y-^if #t ft, ^-^Sm^c^ST-ff* 
[0 0 0 7] fcjs, «f**2E«©38H©J:§^ 

[0 00 8] iMl, 2te|B«©»WfcJ:tttf, 

[0 0 0 9] E«*#i:tt, nTft^n^^^^oi^ h 

<Dmm t Eitt^a*^btd^ e> & 6 o x , 
roa<o Bitten ^ ^^i?*^ hsssnMSR 

, (AS, TWfcBWftW Kit 



(5) 
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[0 0 10] JEfc, »**2Ki1Ett03BMtJ:fttf, # 

-^f-^^y7i:ft5 0 hp*,. ?v— irtt* ^ 
Be;/ p y * £ < i^tlit 5 i i ^ fcaKWSr t 

[0011] Sfc, r©«**l^-2fcEi^y— Aflf 
© E5^ii{ffflffl)a5 2 6) SrMEfilt^tttt 

©aig^»^p^>^^ai* h&mtcicmuvxffi 

[0 0 12] tt^iSBiK, ffiE£B£lRltt0ttjft&# 
t^gfitfcoT, ^W*^S^5v>T 

[0 0 13] Z<Dt5\zp—*1tnt:m&tZ>Zk.b1- 

2KE«©38KfcHI»oJ»*«r«t-& 

^^i 31 ^oTV^T-^^lJ{cmx.TV^Tfc, iuE#£8 

t> "ST** ft So r<D«fc 51-, ^l^-jMc^Tt, # 

[0 0 1 4] »*«3fcEttO»Wtt, ^o-fey^Srfll 
D*:ylN8j;tJWf£AA» (0!l;fcfJ, HI 2 3 <5D*-|pJ A* 

1504. ^^1 5 0 5, M2 7 <D&ft7<t)U 1 
0) «r«£5gefc*tLT. «rE^n-fey^oiH||[.»J 

f£A;0 ttte J: 5 # ft » * i: mJffi^- a ^ x - ^ S 

^wft*^iftm#jtsmgi^ftEit-rs*fRiE 



9221, S^R^tifff 7 6) «fE*f^A**SKJ: 
5;£A*&^A;^fcfrJS1-2u |ffiy-A^f-y©SK 
WT*#fa£ME;frftEia^ 

^fi^K^^a («x.tf, ni2 7<oy— j*m&&2 2, 

fi*R3£8l5 2 2 l, Mttfa7 7) *rEffi«**fc: 
uyirit'f*J^9 h*#»&*T«E«+5#»*« 

7^y-^«*gp2 2, 1^77, a^by^^ 

7 7 3) fc, Sr«l6S*SrfcSr«r«ti-5 0 
[0 0 1 5] BI*3l3IJ:Eil©»W»-J:tttf, A* 

v^.M*. ffi^^^^o Sot, fcfed»fc«***rA 

[0 0 16] -fifflS^Sr. -^w-— t*s»f^A*L 
fc*lfil4:H:ft45*lRlK:R3&?-5r <D"t\ #Jx. 

tot, h y y^^si^^fu 

[0 0 17] «**W4fcE*03SW0i5l2:, If 

*S 3 CBt©y-Alf«-e*o «rEB8«"ST£#« 

a:* h<0«SRt>VXf^(^CT, «rE*ti£HffiS:^r 
J: 5 fc«tt**5fc»©« ^ft^atf r k t LTfc 

[0 0 18] »**4KE««)»WKJ:ixtf % W*«3 
^E«^38Wi:ra«oa*S:*i"S fcitfc, *«OpT 

[0 0 19] *fcM(-> I»*«5(CfB«cO^B^C0<t 5 
t-> BI**3KE*©^A««"Ca>o"C, StJffi^g 



K«eaMi^5««Rr^*a^*« (fcifctf* 1127 

k* IWBffi©*«^bBI<«Rr*«-9-SrftfB' Ufc»&fc^ 
[0 0 2 0] l»*3j5K|E*©»Wl!:J:tttf, »#«3 

5. lot, tt*o^—A^w«:»llu * 
«f*AAt5A^?a cms; mi 8©#i*ia** 

— 1-5 04, *?yi 5 0 5) ts W-ffltWp^J**^ 
02 l(Oy-^|S»gl5 2 2, fi;fcRj£«B2 2 1, 

IA*S7 7) ks.WttBASBMjJfc&l^X* buIE^- 

^^940) srE«-r5^ia«#a B21 
<D?-j*mnu2 2 S *^5?*wt7£mm7 9) w 

s*s±«*»*« b 2 1 ©y- 2 
2, ^^y^^ffiat*#7 5 6) ^ sf-^oEtt^* 

fc+SEWOft^RJ:, ttEE««JE#RfcJ:5E«* 
g£|5 2 2. H«£J*8B2 4) fc* ©Hfrf5^*3EH*afc 
^a^i^^ffi^HSttfc^ift^n^^^-^zn^ h 

a>biB*1-*iH*^a (Mfctf. HI 2 l<D?-J*mW& 
2 2. J»*»2 2 4) ^ftul5^ P nir^f'^iix.5^ 

[0022] Bf**6fcE«©*R»!:J:*ttt, 
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[0 0 2 3] r^T% MSprtBfe^ll^ciy^^^* 

[0 0 2 4] CftfcioT, M*mBfti:C5 
[0 0 2 5] »*3j7fcE«038Wtt, ^n-fej/UfrSrll 

A^¥J& Hi 8 0^|rIA^I^-1 5 0 4) 

b&mmm~tz>nm^wck, s&is^a^ 
as^KS^a 02 icofi^ns:^es2 2 i. N 

S^^f^l7 7, ^r^7^^{iaffffi7 5 6) fc. flulSig 

aa*K*-^V^r, ffirlE^-^^r— ^EBSttTV^ 
»3^a H2 1©^ny^»l»2 2 2, sse 

[0 0 2 6] ^^^v^^^ h^^, t^t^ 

&JiS<5< ^A^^r 9 ^ 4f"e*>5. 
[0 0 2 7] »**7K:E«io3BM^J;ftff, 3e.&*"7 

VMS, y-^^x-^sr±T&&fc««Rr«*^--y- 

[0 0 2 8] Sot, . fofcfr'kzfU — ^(Djfr&ifitf — 



[0029] BI*q[8fc|B«(D3BM©J;5K, If 

W2tfcff«# Ell 8^Wyi 5 0 5 aH 

«fB<Eaa*Rfi*«*, Suba^s^mbi^ 

[0 0 3 0] BI*qt8fcB««)»HfcJ:*t|f, »**7 
U **t^6iEaa*arR3£-r5iv^ofc*-frfc, /i/ 

-So 

[0031] R**9fcBR©#?lJ©J:5 

T N HuBpTii^n-^^^^ai^ hcort, ikgPXfl— £B 
[0 0 3 2] J**«9fcB*o3BWKJ:fttf, fit*® 7 

^l^srt^s,, Sot, ist^x^ 

[0 0 3 3] f=fc. R#Si 0(^|E*©5S^J:5t, 

8S**i~9^firtL^B*oy— ^ffia-cfcoT, 85 

fc&<affi«(0J;i«, 02 7tf>:/n y9&W?*97J*- 
7 2 2, fiR3tft7 4 4) Sr^tf i LT fc^V\ 
[0 0 3 4] OfcE«^38«fcJ:ntt, B*« 

1-9 <DWi2&»fcER<0»W £ i^t^ai^t^ 1 1 

faMMt) (Djjfo tz ± o T&T b fc — 5 1 tePS 
feftl\, Sot, r/U— ir^RTSi^n 'y9*"7i?^9 h 

[0 0 3 5] St*«i l fcE*<0*W<0J:5fc. 
fi*Sl-l 0 ofsrtL^^Bic^y— A#*rcfcoT\ 
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2) SrR€i-S»ilEffl«R3e^R H15cD^- 
ASISP 2 2, H 3 4 o«1g«R/£fim 7 3 5) £fu 
EaHtfcaMB**Sfc»«>««Sr^tf4: LTt>ftv\> 

[0036] m&mi iKE«©awtj:*Ltf> 
i~io ©fatLjwcEflfc^ssw t rafit^>a*sr^i-s t 

kite. ^A^f-^iCWpy^^x^ h 

©w^as*^4<*«««asRrtfen5c w*>, 

aiB**^Tfe^lttutf*b*<*So tot, ±9 

[0 0 3 7] Bl**i 2KfBi©?Sffi©J;5l^ 

l — ll ©fifix'^tE«©^^- Alt^r*fcoT, 

ttXft £ pT^-T & "TaMWKSrR J£f 3 i*g pT^R^ 

0 5^-^19 2 2) SrSuB^Si- 

[0 0 3 8] M*4(i 2fcE*©»llIfcJ:;fttf. e»*« 

1-1 i(oinn^mm(D^-Mtmx-h^x, *mzr. 

[0 0 3 9] !t*gt l 3 fcB«©38W©"J: 5 f-, 

m&m 1-12 oftrn*»&E«©^— ^tt st*ot, 

iJB»*^R*s. SR pT»Xp y * 9 h 

^:5fci6^ft^ (M^fi, @2 7^K7 s n^7A7 2 
4 N liR^||7 4 4, »WKR3ttt 7 4 5 ) Sr^tf^ 

[0 0 4 0] R**i 3fcE*o*W^J:ntf. 
1-12 ©firtt39»KE«0*W £ H«<D3&*8r£M-5 t • 

[0 04 1] 4fc, it*« i 4 fcER©#Wfc±*tMU 
1 — 13 <Dfatifr\z.wM.v> J ?-- ^ifffir^fcoT, 

«TE^^^x— ^Sriate^-BrSlilte^a (Mill HI 
2 7©^-A«|Hf5 2 2) Sr«fES«K:««**Sfc«> 



(8) 
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[0 0 4 2] ^-A*x-^<£!Ejfc£te, ismmjKDjj 

i/T—y>^(D£ 5i-IelK-r^r kX*hZ> Q Sot, ft* 
f l4CEf^l^J:till If i — i 3 (DfpJtt^ 

[0 0 4 3] A^x— ^iHlteSr, -^A- 

[0 0 4 4] ifc,-H*«i5tBt©l8B©i5l!: % 

[0 0 4 5] 5fcE*©*Mfc£*LHf* 

l 4 ra«<o»***i-5 i: k fci-^ 

£i#ifJ#5o Sot, J;i9e^Lfc»« 
Srjt«ffi*3 0 

[0 0 4 6] »#Kl 6lCE*^*W©J:5fc. 

7©^-A*JMfP2 2) *flfrE5S«fc«f6S*5fc»0> 

[0 0 4 7] f##« i 6 fcEtt©* W JztU** W#JS 

1-15 ©ftr*x*McE«©»88 ra«©«i*S:SH-5 t 
E«tt«tt«t«>**KWH35S3E3ESix5o mm<o^<o 
Sr?B*Lfcr^^<toT*fi 1 $jt5, j^S^K HIRST 

sat*ix5*if*fi:*ft«. tot, ±9aeM»*^ 

[0 0 4 8] 551^ Bf**l 7JJiE«©aSW©J: 51^ 
H^ietEtc^Aflf^Jbot, ffiESSBtt, 

■ *a«TOfc*Jfc3ftT*5 5, «K£3E«*«r»Effi 
«rEffi^»«a^SHi*3E«*S:S«bfc»^ 



fc, ffiE»«K«ffiS*5fc«>©*«f: % Sr^trr^^ 
[0 0 4 9] 7»JiE*©5SWKJ:Htf, If* 3 ! 

[0 0 5 0] 4fc, B!*3Ri 8fcE«o»WoJ;5fc, 

ME^.A^x-^ffi«$^TV^5 pTK^n jx^*^ 
5*** Ko, ME»»^SfcJ:5»»^Sriia{t:-f 5 
iBSffc;^© Mifl 112 7<Dtf-J±m^2 2) Srffif 

E*«fc«li**«fc»©Wf«^tffc urt>Av\ 

[0 0 5 1] 8 f2lE«t©»Wfr±ixtf, «f*B 

i-i7 o{sr^35MdE«c??8w 5 1 

E«SrSK3ES*<5rfctprtBi:ftSp 

[0 0 5 2] Sfc, W*Ei 9teE*035««>J;5^- 
fltrE^A^^^^EBSttTV^BTlb^n 

tf, H2 7<D^-A«|M&2 2) Sr«rE»«fc«ffiS* 

[0053] Bt*3Ki 9KE«o»WfcJ:ixtf, f»*3g 
1 — 18 cofpJtb/5^-IBft^P^ t [R]^co^i^§r#^^ i 

jr hiK »»"e#*<*S. tot, ± 5 35 
[0 0 5 4] XJd, |»**2 0jcE«o3SW«>J:5^ 

v?o:^ McUEJE-J-SJ: 5te, S(rES«t«ffiS*5*:ie> 

[0 0 5 5] ff^2 0^E«©*W^±*ttf^ IS*^ ' 
1 9 t Wflloa**4r*f"5 kkh t-t-> ^T»^n ^ ^ ^- 



(9) 
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<5o 

[0 0 5 6]f|*S2lCEt^lt 111**1-2 

[0 0 5 7] rrt?f5»«BMtftiB:, MTCSC«s 
fltt»*:«!*»OWiBft, CD-ROM, FD 

(R), MO, ^^y^7— h\ DVD, xn— K^;*^, 

DAT, I C^^ey fciM?fcS 0 *(OSBK»l8ttv 



hE3 



**2 iKB«©ai«K:j:jx«, iuis^et, »**i 

[0 0 5 8] Sfc, 111**2 2^e*fc©3BW©J:5fc, 
»** 2 1 fcE*Otf«|Ett«fm, 3Rtt«fBfl^flr 

[0 0 5 9] »*912 2fcB«lo»8BfcJ:-*ttf, ft** 
2 1 fc!5«(^3§PJ £ i^^m^irrs tit ^, 

[0 0 6 0] SfcKfcl, l»**2 3tC|E«^KOi5 

tc, f#**2 1X^2 2 HEttQfffttBtmfttt, SIS 
[0 0 6 1] »**2-3^flBttOKMJCJ;tL«, if** 

fc, :7V— Wt WESItStitty-A^ w u *> 
[0 0 6 2] 

■sura bfc^icov^xiftpj-r^^^ *38w*saiffl*. 
a sat, pda, ^mmm^mmmtet*\mm-tz>z: t 

[0 0 6 3] [*J*©R9§]*1\ *Stt«ttf£*5ttS 

J#*rR9!t-£o 01ft *38WSr**J8^— ASMS 

jgffirjfly— AS«1 5 0 Oft ffl$)^~;y M 5 
01t T^r/W 1 5 0 2^ ^ftA^-l 5 0 
4t, ^yi 5 0 5t % A^7-fey h^n y M 5 



0 6t, ttmfLZo 

[0 0 6 4] y-A^P ^7 A^fflR^f-? 

fTCfcsy— Atf-fey M 5 2 0tefem£tlX\s^ o n 
§I^if 1 5 00ft ^*tyM 5 2 0^ 
bSG^UlLfc^-^ftffit^A^^-l 5 0 4W^ 
^^ 1 5 0 5 3&*b©tftffAAft-»ifc*<JV^ -y*— A 
teSSrHfTU x-f^Wf 1 5 0 2K^— ApfffiSr* 

[0 0 6 5] :7V— irit t^^W 1 5 o 2 ^g*L 

HlStifc^— Al[H«rA*asfe, ^lPlA^J^r-1 5 0 4 

[0 0 6 6] [^-Afl^Ki]ftC, HI 2 -El 4 £:# 
ABUT, Art*fco^T«&RKi-«. 
[0 0 6 7] WSr*-Ma?** 

9 0 Ot, 7vLy9.*-f*?^j F9 10t v ^ 



3g^£B9 2 4 ^ ffi^S^D y^*iS*9 2 6 ^, Sr^Tt* 

So 

[0 0 6 8] ^A^7^9 0 0ft Wifi7X7| 

So 

[0 0 6 9] /oy^9 10fc < #ttT rJWp 
7^i#^n7^©28S^fe5 0 pTSl^njy^t 
Ji, A*x— v>9 0 0 ^^^tLSfi^J^oT^ 
fti"S t h K 3 o^±MS^t^ ^ o s> 

5fe$ttS^a^^— A^7- v>9 0 0^ y7{H*5# 
#^^t3 yWhh&^^Z/^Jls-fu vy ^ 9 1 8 

[0 0 7 0] »7n> 7 ^[cft »»tti-*ASJB*T?# 

StbSirSK^.— A^x— -^9 0 0 Sr^ y Tffi^S^-< 
[0 0 7 1] pJii^n-/^^ 0iJ^fflH3 (a){^f 

^ny^fcKfeT, 2/K^> 3 y«^ttt*fcoTt 
[0 0 7 2] ffl£94«T*- «9ffi9 2 0 ft y-A^7^ 



t 



oiir t fc 9 2 l^JgS^fkL, T«8*T* 

fcft:/ny*9 1 0 36*****1,5. 

1 0»u i^n^$^«9 2 6 

[0 0 7 3] AoatJxi: tttt, 3fc1\ 
l^l^^-A^—v^ 0 0{Cte@f^<^ns>^ 9 1 

o*?^ t^iaa * shswpih n his kjs fc ft ^ o 
^91 0 3P*^sSfta o 

[0 0 7 4] T'W-iTte, *-|p3A^^-1 5 0 4T^- 
^^7^— i>9 0 Ocofi^^fRl^rA^J^^o ^py^91 

[0 0 7 5]#ijx.fc£. EI 4 (a)feu fi^fa^^ 

fctRJtSJtrv^v^JB (x a -h5/i4)tl)-©EI 
tt«T?*>9, 12 4 (b) B:*|riA**— l 5 04©±* 
[RlSrA^Lfc^-efe^o ^fpJA^l*-! 5 0 4O±J 

0 0(O±SaJ{^»U V— 1**7— 9 0 OCD^U^ 
^oTJh^^) 0 EI 4 (c) tt#*lSA*HS, El 

4 (d) H:T*lSlAAW, 14 (e) B:£*|riAAWf«) 

[0 0 7 6] fi^*|pJ^CO^gij^J:oT^n ^^ 9 1 0 
©EWKHfiJ&saMfc U aBP^ny* 9 1 2aHBKttWfc: 

tf,- g|2tO0ijr*«. «*fllI4otft l$-7i/^?h 

301 o&^mw&m^7F£tix*7v~? htm* 
[0077] mm?*?? 9 1 2Sr^u#n^ ±# 

So K*H-, y ^ 9 l 8 1 5 1 , 

m&Z>o HP*>, -TrB:2fe^^ny^SrJH*Uft* 
^t/^D^^S 1 8 Srgf^^mc-^^^T 
iB* Lft tttUi ft b-f , Wtft^X/Hr* Lfr ^ t 

&£o 

[0 0 7 8] *^-^Sritttr£> 09x.fi* f—^J— 

[0 0 7 9] ft, ?—J**—s«D&ft^ Wxll MS 

t/^n 5/^918 SrJB**i*fc^rBf*^<fe*t-E« 

ftirfil*#SrK«U-C*fcftVN 0 
[0 0 8 0] *fc. H 2 ^-^B®te^~^ 



¥15-260269 

Pg « £ ft 5 1 <D f 4 ft < m S T ^ 40v & IS £ L T 1?S to ft 

[0 0 8 1] y^ORW]*K, HI 5 -Ell 2 

[0 0,8 2] H5tt, ****IBK*5»5«IB*rt^— 

SfefPSrA^t-S.»^A^SBl 0 SB^-^^J* 
{2id^toS*#S:&5«! i 31SS2 0 f?-J*mm&mt) 

[0 0 8 3] Jftfj5A*»l ott, 7i'— J <ri>*h<o#—J» 
m^Xti-T^o. Hl©WtB, ^[pjA^j^-i 5 o 
4, *?yi 5 0 5^ftl:8SU #J;i 

A^m o**bm*S3h,5»ffAA»#»^«!!a»2 o 
[0 0 8 4] wmM 2 o *mw£»<Dft m 

lsKrHKttS-rSo '-toaMBtt, «ttf/cpu (c 

I S CM, R I SCS) , DSP, fc£^fcfcAS I C 

[0 0 8 5] «ia^2 0fctt, ^COMS^S 

Srfi i 5^^a*J|c»2 2i, tf—J*fe&&2 2<DWkW£. 

[0 0 8 6] J±mWU2 2tt, Jftf^AA»l 0^6> 
A^y 2 — ^^tcS<5v^T, i*^ W 11^**58* 

[0 0 8 7] ^-A|gfS2 2(Cfi N 
221t yfimM 2 2 2 b, Ett¥U£ffi 2 2 3 
fc, m*SB2 2 4 t, »T*0JfeW 2 2 5 t , 36S**tt 

So 

[0 0 8 8] fi*K3£ffi 2 2 1 *f^A*S 1 O.^b 

cDtfe^A^fS■8■^^:S<5v^T. ^W^9 0 0H§ 

[0 0 8 9] ^a^#W2 2 2tt, ■*R^2 2 

9 0 O^Ee^tLfc^n ^91 OZ&mZ'&Zo 
[0 0 9 0] fag^J^aS 2 2 3fl ^^^910 (DM 



4 



[0 0 9 1] mizU 2 2 4 ft. BJE¥U£ff 2 2 3t«to 

[0 0 9 2] *TW3e»2 2 5te\ tS*§B2 2 4(££o 
TJB^Sttfc^n jy^r 9 1 O^^t^Py* 9 1 

[0 0 9 3] 2 4 fi % > CPU, D S 

[0 0 9 4] 3 0 tt, WVk&SSM 2 4 d^ORft 

19, ll^ f^/H 1 5 0 2^-tt^^-r 

So **&3 Of*; 0J;tfrfCRT\ LCDs ELD N P 
DP, HMD|©a- Kl>*TKJ:oT*aim*5. 
[0 0 9 5] IBttSfB 7 0 tt, M^flWWflfcSSfrS* 

D-ROM, A^iry K IC^-K, MD N F D 

(r) n dvd. ic^^ey, .^Kf^^^f^-K 

[0 0 9 6] |2lt^7 Ot^tt; Artfcl&fj-SS* <£> 
[0 0 9 7] ^-^1#$R7 21^ /D^y^^U 

B\ nj]WL%M2 2 l Sr«ttBS*5fca6oft<;R)e^ti 
^7iN72lh ^n^jH»2 2 2S:«IBS*«fc 

^D^#g7 P D^7A7 2 2^ E«¥U£&$2 2 

3SrttW6S*5fcftOiB«2W3fe^n^5A7 2 3 i:, Ji 
*£i52 2 4 Sr«tBS*5fcabO?H*^ , a ^7^724 
*IT*J^»2 2 5Sr«ffiS^Sfcfe^»T^J^o 

^7^7 2 5 ^ a*£StL5 0 ifcf^^iLTIl X 
T-^£i»i7 3i, 7n>7^^M7 4^ :7V 
^7^7 5^:, WRSttf«7 6fc, »M7 7 
iB«*fl=ttfffi 7 8 i , as^£jft,5o 
[0 0 9 8] ^f-^Rg)S«7 3tt, y-A^^— ^ 

9 o 0(DMol^iBi^*4M^^r-^S^ 

#73it SR^^^ffiffi-rsprft^ojy^oa 

1EB1S:S7 3 2 ^ a^7-^ftfflt5J5«^n 5/ 

^91 4^1^^^ 916 comM • iae^: • iaeffi 

■♦©*«Sr**'r54«»7 r o s/*K«R3£7 3 3 t, 
h4if©fflf«Srtfelft-raiBffiR£«*7 3 4^ Sr&ifrt 
[0 0 9 9] 7 r n 2 x^R^flMS7 4 ft, ^njy^9 1 0 
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7^-rm^ h(o& • » • * ft if <os 

^■©R**r*M^«*«»lifllf«7 4 1 fi^?^ 
4*tt»*7 4 2 »HtejK«ft^ny^BMMMR7 4 

[0100] wt^- 9 7 5 w * 

*7.5 1 t, #^7 5 2^ E«^y^««7 5 3 h 

i4f^y7 p ttS7 5 4i:, tt^oy#l»«7 5 5 

[0 10 1] Elvy^fflfS? 5 3tt, ^ 

*5tt£^n y> 9 1 OOffiglftffiSrftjfti-So i 9 Aft 
Wttt, «itfi9 (a) -fc»^J;5fc, y-A^x- 
^9 00Sr7X7@ (^th4 9fi@ff) <Dtfi?i/a 

>Vh ^\a^ 19 (b) tc^j:5t-. ■ trems 

nx ^ 5 ^ n v ? wmmm 753-1 ^ ttr v ^ 

So ^ny^a«fl|f#7 5 3-lte, Wia^ny^Rfi 

ifffi7 4i:*riS#(tbtbTV>So »k WfcE«feh/Cl^ 
ftl^v^a y^o ^^SSM7 5 3 - 1 fclfi 

r oj ds»jftsns 0 

[0 10 2] »*^3fe-vy^flWR7 5 4 He, h&ise«*u 

^S2 2 3^«toTBff^*f**J»fci-i*U^*nfc^ 
a*E» $ tit V n S *K ^ a V ©ffif* Srttilfi^S „ 

[0 10 3] f^n^^tti7 5 5^ *^*t*$ix 
^ 9 1 OOffi^^IBB^tbS^v^v'a 

ffiffi, ^cy^©a«ftifas»jftstbTv^5 0 

ffit« N ^^> 3 y<Z)jiSIij: (X7, yi) (H9# 

[0 10 4] fi^J^fp] 7 7«. 0 
0tRfeSttTV^sa**lftO**S:«KftUTV^S 0 -'fl 

»771i N Ytt (W®±T*fRl) lM»7 7 2il: 

^ttriB*i-So xttfi^5^7 71^ ru 

**fiIfc***SRSS*LT*5D, r-u o^^fe^ 
IfiIteaA*R***fCV^5ri:Sr*i- 0 ^Ir, Y$4fi 

M»7 7 2^ r 1 j cr>»-&«±*-rej, . r— 1 j o^ 
roj oii^tt. ^^ttfi^^R^^ttrv^ftv^ 

i:^^^LTV^So 

[0105] fi^?K:^ff 7 6 H:, ^Jx.tf El 11 ( a ) 

^SRoBSo»WBB*&M« 7 6 1 irjlW**^ 7 6 2 % .X 
t^SKfi^R^ffi^fcttS^o ^91 0<D&W}Jjfa 
7 6 3. ftifSr»*fti-5o 



[0106] m^±^mzwt^tix\f^m 

^ (Hi l©R£BCttS) . mil (b) RiS*iM:3 

fc, ffi^{i£ (X7, Y7) ^6>#S^e/3^»Sl*Btt 
Six, srWXJfiai^^i/a^YllliPWB (BP*>, 
YJffiaHt*S/hS<*5*lft) tWl*h8. rixSrxto 

[0107] ESAttiMR 7 8 Htv EgWSSB 2 2 3* 

82^ % SMfc*ftLT^5 0 KB (b) fc:*+J: 

3^7 8 3 tHXttllO^i/Va ^^E*S*tTV^5 
^ny^ 9 1 0©ffl|^#iS}i5o ^tt, Ir]«od:/ 
0^9 10 dS&ft UTife-5**S«3fe<t 7 8 2 Mf&$3 $ 

tbTV^^P^^ 9 1 Ott, glf^OEIt^SrSSfci-fc 

[0 10 8] [7n-(D^J]ftl^ 113- 1 6 5r# 
'[01091 Hl3tt, ^-f V7p- c^JEtLSrfftK-rS 

(^7^S10 2) 0 ^7-^ 

7515: r i j , #j£7 5 25: To J , Efvy^ft 
7 5 3, i*^^f*7 5 4, tt^y^il 
7 5 5[c Toj S:jR^i-5o ScV^TM^— AStlFffi2 2 
J*> fi^l^fRl7 75r roj fcRSL (^r^SlO 
4) . «fflMt*ri-S. 

[0 1 10] ftic^— -MBS* 

ffl®1-^>o y-A»JMB2 2tt, ;/V>f y*-* 7 5 5:# 
flSL-r. *y— 5*RftflWR7 3«r«K>&& (^r.^S 
106) 0 ^R^t$R7 3fcfi*3lvT\ 

9 1 OSrE«^5y^«*7 5 3fcK^i"5 (?fy^S 

10 8) „ ^LT, 0«^K«S2 4#s$*— AWffi«r*« 
g&3 0 5 (^7s/ys 1 1 0) o 

[0 111] ATO#**Sftfc*fetf* 

5 5£3EgrU 2 4 ft, W&K?xiyir&m% 

^ny^^7^^9 2 6fcl**S*5 Ufy^Sll 

2) 0 ^ix— irtt, ro^^^T^X/u^B&om^* 

[0 112] jSfcV^y— Att£A2 2E\ ffi^E^^^- 

tytym srtt^sn 2 4 9 
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2 0 Sraiffl*t»fci"-5 (^7iy/S114) 0 

[0113] ^ r -e»tfsA#*B 1 0 i 5 akflsAAasfcv^ 

»^ (^-r^^S 1 1 6CONO) N ^jRH[ff2 2 
**4rJi*5 Ufy^S 118) fl 

[0114] ©JnJtosie*, 

S 1 2 Ocoye s) , ^?g^:a$2 2}3, Ee^^T" 

ttf«7 5 3S:#fl8LT, i^n^^tfS7 5 5 (Dt*7 

tfc*1"5 (^^S 1 2 2) 0 
[0 115] g£©#S^a ^*#6»^^tt {**ry7 

5 1 24OTES) , EI^^^«7 5-3 ©Stt*^ 
'>3>lli^P^^«[*7 5 SO^Py^Wirllft 
t*S &Ty*7S 126) o ^tt, .Xy^y'S 112 
fcbXZo ~ S^v^v-3 ^^V^^^^(^r-^ 
^8 12 4£>NO) % A^"— ^fcftS (^s^S . 
12 8) 0 ftoT. BrfiNPlBftfclKfcfc^n^^ 9 10 

[0 116] ^y^^S 116 fc*3V^T> ftf^A^ft 1 
0 ±0»fPA*fflr#*A*S*Lfc*& (^7^S11 

6 (DYE S) , ft-f«*R£» 2 2 1 MJlWLfeWm 
%mfti-Z> {xTy^S 1 3 0) o 

[0117] [i : a^R^iaaottW] 01-4 fi^J 

6o ^U{-^J; 5i-, fi*R^«fB 2 2 l fi, ir^A^) 

^r— 1 5 0 4<Dftjjfa&AJ3&tLfc.m& ^7y^S2 
02(DYES) , Yttfi^J^c^7 7 2§r Toj {CUT 
(xTy*7S 2 0 4), Xttfi^?J*^7 715: r l j 
(^7^S 2 0 6) o £*|R]J&SA*S*L 
(7777 P S 2 0 8©YES) , Yfftfi^7^7 

7 2 5: r 0 J {21 LT (^x^^S 2 10). XttS^J* 
^7 7 15: r— 1 j JC-T^ (^77^8 212) 0 

[0 118] _b*|6l*A*StLfc»^ (^7^S 2 1 
40YES) , X«iM»7 7 1^ roj Clt 
T-y^S 2 16), Ytt£^ri£#7 7 2 5r Tl j 

(^7^S 2 l 8) o ^i-s T*|Bl*AASixfc4i 

^ (**ry~7S 2 2 0OYE S) , X$&MJj}&lfr7 7 1 
5: roj [at (^7^/S 2 2 2) , Y$ftfi^^7 
7 25: r— 1 j U77/S 2 2 4) 0 ^oT, 

l:ft5o SiT/fcJfcbtf, Ell3(Z)^^v^ 

[0 119] Eli 3©^^y7DH:fev^ fi^jRS 
* roj (OWiS (*"ry7s l 3 2OTES)., 

? 9 l 0f^ibb>iV>CO-e, ^T^y^S 1 1 8(r^5 0 

[0120] a*R«3»s roj -cfcv>»£\ HP*>Wix^ 
^[Ri^a^;*iS:^^tLTv>^^^ (^ry/s l 3 

2(DNO) , y^8HliflJJ2 2 2 h^ft 
^S5r^fr1"2> (^^^y°S l 3 4) „ 



(13) 



[0121] [i i vimwmvmmmi 

S$2 2 2te, ^i&^tbfc^n^^ 9 1 0 

X 5/7°S 3 0 2) 0 
[0 12 2] Jfcfc, :/n >y?&m^2 2 2 te, fi^ft 

1*^7 5 3 0^>3 V<031K§B*6ffia 7 6 1i, 

^7 6 3 i:, ^«ffiSrSt#-r* (^7^S3 0 

4) 0 yp>y^#ftg|52 2 2*3, IBg^ 5/ ^ <D&W)M * 

fc+Stfi^a y$:-oMU ia^^^t»#7 5 3 

[0 12 3] Rtfs^g »»pTIB*4*ttSr*i-5 

^^910 MM, I?/d^9 12 v ^> 

^/K/ny^ 9 1 8* if) 3»SiB*SJbTV^5»^ U^r 

■^S 3 0 8©YES) , »»*rtfcW*1-5*S>Va 

f&1~6 (^r^ys 310) 0 
[0 12 4] W(fi-5#^i/3^*ffl4 6tf [x^y? 

S310OTES) , Zfu y#&mU2 2 2 te, ■ PHfe£ 

xj/^S 312), E«-^^7 P *«7 5 3%*:<DWW.%r 
(^7y/S3 14) 0 ttr, *JEft*^^fc 
r 1 J JP*-rS Cx^s^S 316) „ 

[0125] #wt^/K^^a fem^imtzy* 

9 1 0#E«£*LTV^V^^ (77^/3 3 0 
8<£>NO) , #»^(0|»®t"S^^^3^{^dS*IV> 

ifrfr\Z\Z (^f^^S 3 1 0CDNO) . asyni^oT 
[0 12 6] ^n^^^ibg|52 2 2^. ^fj/^S^O 

6 a> E> ;* 7- s> ^ s 3 1 6 ^-C^MSSrBEB^^^^^ 
v^i/3 ^JCoV>TH^^'5 (^75/^S 3 1 8<DN 

9 10ft fi^ftfc 1 zK^v-a >-f o#iW-5 r t fc 

[0 12 7] £#S*S/g ve^n 5/^9 1 o©»^ 
ttfcg- (^fy^S3 1 8<7)YES) , ^nj/^^ftgB 

2 2 2^ii^?!)y^^ roj -c&5a»£*j«lf-5 

(^7^8 3 2 0) 0 ^^T% »^>)y^ = 0t 
S>S*^tt (^7^S 3 2 0©YES) , ^ffijRTte^ 
^n^^ 9 1 0 3SSfiA*|^jfc»»btoT^Jx«±<0» 

Ift 7 7£r TOJ tCLT (^^ryr/S 3 2 0) , Bl 3© 

[0 12 8] Hi 3MMoT, m?)jjfa7 7& TOJ 
*V^fj;(^7^^S 1 3 6<£>NO) , ^x^^S 1 
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Mttfa7 7& roj ©SteO*^:/ 

S136OTES) , E1E¥ll£AS 2 2 3 &mW#l&UM 

-rs (^t-^^s 1 3 8) 0 

[0129] [i i i : E«*I*»3a^RW]B.l 6 te, 

fc5o TOHfc*-t"J: 5 EH4U36* 2 2 3 tt. Sfc-f» 

**IrI7 7©«Ka^V^«*R3efflf#7 6 36»b, IBB 
^^^*«7 5 3(7)^^^/3 ^S*?BB*&MS 7 6 1 

»c©2K^>a ><Z)5SiR*fpi7 6 2 fc, 

(^fy7 P S 4 0 2) o ^IT, Et^y/iWJ 
3tJt*<OaK^i/3 VSr— oil&LO^^S 4 0 4) 

[0 13 0] E«*»«ffl2 2 3te, iag*f*t*^ 

JRaKS^ 3 ^jfflS 7 8 1 <7>gSg^ 5/ yfff^ 7 5 3 §r#fig 

t5(^f^s4 0 6) o 0m<omsk, w&trtk<Dis 

s>^9 1 0*E«S*tTV^5#flaaK^3 3r?g* 

5/ ^it m 754 fcs<rf.5 o*y * y s 4 0 

8)0 

[0131] E«¥U^£B 2 2 3 te, 77^S4 0 4 

3 >-[COV^THtTi~S U7^S4 10^)NO) o : 
tU-cfcoT, JH*"5TtBft^o 9 1 0 (Offigffig^tt 

5 0 Ei^WTlftb, Bl 30^^y?nH: 

[0132)113 J-MoT, »V^T?g*SP 2 2 4 fC <t 

mpu 2 2 4ft ffi^M-* v ^mm 754 

l>TE«*#SrWfc"f^o y^9l OSrEB^^^W* 
7 5 3±0B!||»U 5«mU7^/S14 

t5(^7S'ys-i4 4) o ^©K, Wx.fi. H12(D«i: 

[0133] /P5/^91 0*s?H*Sixfcft&tf, »T 
2 2 5 tf|»T*U*»a (H*flWBEl»D©(Bd) £ 
^t1-3 0 IP^, *T*I^«B 2 2 5 tt, ffiB^^^tf^ 

7 5 3 £#BS br^^^^^d j/^918 3&Sffl*StL 

fci^^SrWjei-S^xy^S 146) 0 

[0 13 4] ^-<v--V^P 9 1 8 3&S?g*$tLTV> 
5»^ttU77^S14 6'©YES) N gR^7- 

y TS;h,fcfcW£U*^:/s l 5 o) , 
-T— ^ 7 s^^x— s?##7 5 i §r r l j Jn^LTO* 

^i/^S 15 2), ^7^/S 1 0 



[0 13 5] ^^i/t^o y^918 2&S?B*£jh/C^ 
^i^(^fi/^S14 6©NO) , #^Lff*Srb 
T^Wr-^ 7 5 £>#&7 5 2S:]E*f L(^7 i 5/7 P S. 
14 8), *T?7S 1 1 8{c1-r&> 0 

[0 13 6] £A±, XTy^S 1 3 0 — S 1 5 2 CO ®M 
fcioT, SfcfPAA*lfilK^ny^9 1 OSrSWBU 3 

[0137] [^-h*v~T<Dmj$m\^ ^MMffim* 

fo& 0 iRiH^i-ige^^cpu 1 0 0 0. ROM10 

02, RAMI 0 0 4, ttF«E1ltME#l 0 0 6, 

I C 1 0 0 8 , I C 1 0 1 0 , I /O^— h 1 

0 12, 10 1 4^, r>X7-J*/<X l 0 1 6tCfc tJffiS 

[0138] *^JSK I C 1 0 0 8 fcll * tf — # 102 
0^g^g£tu Hrflt^A I C 1-0 1 0 Mil 1 
* 0 18«J^ I/O^-H'OI 2'ttt, =iVb 

1 0 2 2#B8KSn, I/O*— M0 14 

mil mmmwi o 2 4#ft«te*i/ci^5o 

[0 13 9] 3yhP-;u»il 0 2 2ft El5t*3tj-- 
5ftffAMl0|:RSU »fP^*^H 1 O^TIrIA 

^3r— 1 5 0 4, ^^150 S^fcffia-fS^^S) 
[0 14 0] CPU1 0 0 0I1 Bl5^*5ft5«!!3gfflJ2 

oi«u w«eimiE#i o o 6fc*frjft$'ttrv>5^ 

n^7A, ROM1 0 0 2\Z.#th£tbX^Z>i/X J rJ»7 
p^7^ 3Vbp— ;l/ff 1 0 2 2tCj:oTA^J§tb 

[0141] RAM1 0 0 4(t Z.<DC PU 1 0 0 0 CO 
ttlftffcl 0 0 6^ROMl 0 0 2rtfc!Blg$ftfcEJr^<B 

W«U t^ficpu i o o o^Sfgwa^Wc 

[0 14 2] W$MEttcjR#l 0 0 611 B 5 fCifctt 5|E 

0 5 te:*3 rt 6 a it * 7 2 t feffl S 5 r 1 1 fc 5 „ 
«Sffly-A8fi5'oom Witt, a>Tp^ 

5 2 OftJfjWBv^jT,, ^SrftlA-rSflWMB 
ttHEfri: tttt, 0flx.fl M*tyM 5 20, R 
AMI 0 0 2, fc£j&S/BV*btL5 0 

[0143] jE{-, n I C 1 0 

ost, m&±f&i C 1 0 1 0 fc^RltbttTV^T, <^ 
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TV>5 0 C 1 0 0 8fl 1RttC1fttt#l 0 0 6 

•^romioo 2^f^^t$t^^tff^^s^v^TaIm^ : ^ 
^fc#tt^tr— # 102 oiaottB^^ixSo 

[0144] EH&£j£ IClO-lOfJ, RAM 1 

0 0 4 , R OM 1 0 0 2, If $RfElljK# 1 0 0 6 6> 
WX;S*L5Bi4fc»«R:ti:<5v^**»1H 0 l 8fcH 

5o **8f 1 0 18^ B5fc:i3lt5**jS$3. 

0 ICRS CRT, LCD, PDP, ELDft'ifti 

[0145] £fc, fflff SB 1 0 2 4(1 y-Aifrt 

[0146] ft, intuitu x-^gs^prfg^ji 

*Tilft/*l*feSrrabftV^*5ic"t?fc5o 

[0147] II 1 3 —El 1 6 -CRM bfc«L3gfl 

1f^!H.tfi*#:i 0 0 6 ^ R^n^^AtftotifW 

scpuiooo, B^^^; 1 c 1 0 1 0 , 1 c 

1 0 0 8fiaoT^^tl§ 0 ^BSt^IClO 

1 0, ^g^jfii ci 0 .0 8mxnt>ftz>f&mnc pu 1 

0 0 0, lEV^ttiUffl^D'S P?moty7 h^aiTlft 
[0148] [^2 <Dm&J&ffld 018 ~I3 2 2 

MWBLT, ^M©JB2©3aSWIB*lftWi-5. 12 

[0149] [i«o»w]*f, *mnmmz.xtt&m 
t&&mw-rz>o iiisfi *sn<rnttHitiAL 

WBflli 6 0 0fc Hfr^y nsoii, 7*^x7 

Wl 5 0 2 h ^-f^A^J^— 1 5 0 4 ^^15 
05t, ilffSl 6 0 7 h X— ^ffi^f-1 6 0 8 ^ 

[0150] ^SmiSIS 160.0 ^, Ming* 1 6 0 7?: 

»{f SIB 6 0 — Lt^»©fw< 6 4 fc»*-r« r 

if— ^6 4i:^§:mLfc^ p n^^^ (01lx.fl Java 



[0 15 1] *Sat»«TfB:^ ^^0^7^^ 
K JSx- #m<o?— A SrHfrT 5 fc * 4 A If 
«tt, aflna*6 0*r'^LT, 6 4 J: D »# U 

flajxJi, ffiHS^^y M 50 l tcrt/KSJtS I C^y 

RTIgft-r— ^Jffl 6 0 ^-A^iry M 5 2 0 

[0 15 2] «W«e«l 6 0 Ott, ^-AflMBi, 
IrJA^^— 1 5 0 4Rtftf? is I 5 0 5^b<Djfef^A^ 

1 5 0 2 I^^AHffiSr****5« 

[0 15 3] irfl x-f^^W 1 5 0 2M§fcL 

mSftfc-y— AWffi*jLftj»S&, ^ISIA**- 1 5 04 

fc, ^yi 5 0 5^^i^H8 (b) ^^j; 

ASrsfebtfo" 

[0154] [y-Art»©RB]Hl 9 ft. *HJ£^ffi 

(a) Kjp-riSfc. *sus»»-ett^ y-^^^-v^ 

9 o o±tfi, 7u 7^91 oota^^lbafPWffiJi 

9 4 0***StlSo ^7^ 9 4 0^ 
P7^9 10(Z)±*H/\ Bills' ^JbOftSc^tfSH' 

[0 15 5] ^7^9 4 0(1 # v> > a V £r#® b 
?B*S*5^n2y^9 1 OOiiiRfc, afeVfc*f U < 

[0156] *njs^ffit?tt % ft i (ommftm t 

J:oT, ywmSgg^Pj/^ 9 1 0©ii^i 
- [0 15 7] IJ^-e^^Ar 

7/«h «*.tf. HI 1 9 '(b) e*-*-J:5KU 
3^7^ 9 4 0j5H^S#^>3 ^ciEv^#^i/a V 
fcWfcft^ny^Q 1 l3»E«-«3S5S*ta.-*^ El 
19 (c) l^tJ:5^ 3 oK±jfe^-c?8*pri6*^ 
n^91 »*fctt:»ft5»l» (Mifl Sft5 
fe, ^^—#9 1 3tf>ifiJn. »ft5J#R* *45» 

/wWf 7^^ 9 4 0 l:#S^T T*j df— l 
5 0 5 a (018#Jfg) §rJ¥Ti-5£. ^7^94 
0 3jS«fSrSUraR3 o©^D7^ 9 1 0 4rig*i-££ 

[0 15 8] MStLS^ny^ giOlt — ft 

tJB^SftfcJESCTMHo^niy^ 9 1 0 4r**&Ar-C 
iB*$*US 0 . 3ofMi^lt 120 (a) 
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tt, 02O(b)iI/TtJ;5l^ SS4o^Py^9 1 
0^JllS^fc^V^A^2O(^{fe(^^v ? zc^ 

4o(0lO^^x^ hi)S}|i$tt5 (tit 
[0 15 9] — 5EfcjRUj©^n^> 9 1 0 sf'JH* 

Zzfuyf 9 1 0©«H©E«tt*fca«Sr<!:*tia2 
0 (c) ©± s/^ 9 l 8 Sri* LT 

[0 16 0] ISot, :7V— rtt. J: D tt*tT*ftK LIS 

ISk ^rt7^940t 
fbTV^tfi^H VSrffltf^^- 5 ^ 31^§JtTV>S^ 

[0161] [«iB^o^^©RW]ia2 it*, *%mm 

LTtt, 4MKB5£SB 2 2 6 i > ffigfg^n^y 

Rjef(MR7 9t, as^3 0 
[0162] ffiBJavtSfl 2 2 6^ ^^1 5 0 5 (OA 

*fcjtscr v «tBai 8 (b) icTjki^tcM^mm^ 

tttSS^n ^7A7 2 6li, J^mW-U 2 2 
3§^3$2 2 6£r$Sig£-fr5 0 
[0 16 3] ^9^*ffiB , l*«7 5 611 *c*?7*9 

£o ^t7^^ 9 4 O^^Apfffi^S/T^g/^ 
=7 7 4 y# V s — * ft ifS>er cox— ^ 5 ^ ^ K^W- 

«7 9id^§tl,TV^So 
[0 16 4] [7B-OKB]ftt % 02 2 4#itt, . 

ftJB»frRMi-« *> © i -T 5o 

[0 16 5] B2 2ft **l(b»IBK*5*t5^-f 

p 9 l o SrEH-^ * TTMi 7 5 3tcK^"t"S (^^ 

7 7 P S 108) 0 ?kV^"T?, E*T^7 P fflf«7 5 3 S:#fiS 

* 9 4 OSrEBL^xs^S 5 0 2) , mte£j8M2 

4 A®E^r^gl53 Gi^^S-^rS fr'ry'? 

5 1 1 0) o ntt^JzoT, ^t7^^94 0 fctf — J* 
*"T—i>9 0 0 IZ.&mZtZo 

[0 16 6] 9 4 0©Jftf^A**Sixfcftfe 

«Uf^S 5 0 4©YES) . ffigfg^§B2 2 6 



(16) 



#BB¥l5-260269 



^fBrt Z> S 5 0 6) o «ffcft^ciy^ 9 1 

O^M^Ei:, ?84MiiK^r 1 7 ^ ?ttf f7 5 6 C 

[0 16 7] *rfcK:;/ciy* 9 1 0*4fc3fe-f-5»fr(* 
7j/^S12 0©YES) > A«»gB2 2^ ^r-Y 

g'T^Jl[l#^iae^^'7 P f*«7 5 3&#J&UT£<D#^ 
^Sr**-r*(^^y^S 5 2 2) o 

[o 16 8] t£oT, r/v— irtt, 

9 2 OSrJLfc** >f S^S:tf5, ^Sl-^fi 

IC^7^# 9 4 0Sr#»S-e:5^fcl2:J:oT, *"#J 

[0169] ^n^Hio ^ib*^ is i (op^mrnm 

[0 17 0] .HPfe, ^-A«3MB2 2tt, «*^jETr/ 

7 P M7 5 4fclg»$;ft;fc#^v'3 XO^n >7^910 
't*ft5»Hlt»***6(^f' jx^S 5 0 7)-. r/V 

5/^9 1 0i:t2:3r-V7** 9 4 0 *#»£*TBffi©» 

maoti*^^ S^tA^rt-SC^sxr/s 5 o 

8) 0 

[0 17 1] ^^^A^^ttfd^U^^ 
/S5 0 8OTES) , ?g*«S2 2 4tt, 
BUMS 7 5 6|C**ftfc*-^5/g Vfco^T.S*^^ 
y^1f«7 5 4S:#it5(^7 7 7 p S 5 12) 0 ^ L 

tltV^MUf^^S.S 1 2OTES) , 
6^y^llWi7 5 4TPS-t5l^ffi<D:/n^ 9 10* 
lEB^iy^t*#7 5 3^b^'Jl^b(^x^^S 5 1 

"ryZfS 516) o 
[0 17 2] -*\ BE*^>3^KS*pr«ft^ny^ 

9 1 0^S^^^^TV^^V^Ji^(^V L ^^ P S 5 1 2<D 

no) , ?B*«HattjitT*ix5r k&<xTy?s 1 1 

8 ^tfo 

[0 17 3] r*UC«fcoT, /l^-tM^K^n 
5/^ 9 1 0«rffifcfc:W*U litS^^^^^SrlR 
ffi^So «ot, «*RTIB4^oy^ 9 1 0£ 

tc#>&k,x— a*-^— s^«r^y r-rs> sfcy^a 

[0174] =^t7^^94 0<£>&ffl£, 



lAftf^aiMt J; o 1 7 C^fi 1 

[0 17 5] *fc, 3r*9*# 9 4 O^r^P^^ 9 10 

[0 17 6] ^7^ 9 4 0<D#»t£ttttLT 

0##»Ufc»g\ ^n^^#Ka5 2 2 2^ 
^fiSff ft 7 5 6 SrTn^iaS*^ y ^1ff# 7 5 3 <fc 9 4^ 
7^9 4 0^iaS1" 5^cz^^ 9 1 OSr^y^ARiji 

^tt, **^J:S»»fctt8U»c:^-ir9^* 9 4 0O» 
tJl^ftt-^lJ^iirSo ^oT, ^rt7^ 9 4 0 Sr Jt# 

[0 17 7] ^fc, 3r^r5^* 9 4 o J;oT3tfJto;6■ 
lft*RJ^;*^^5 LTt>ftv\, Affttfett, M;U3\ *t 

ft»|:(BoT^-A^7- v>9 0 0Sr4ofc#StfU ± 
Tfc***lft^^^^*4:J£3aii-S4ooH^^ 

[0 17 8] yv—^i*. l^*rR£S*fcvv£ftfc:* 
t7^^ 9 4 0Sr^i5^^ ■*#lft«:»Jfe1-3iMI 5 
B^co^^l 5 0 SSrJfTi-Sftif) £A 

^7^ ^teBlf « 7 5 6 d5<sr*b©««fcfir»ir5 
3&»Sr^— AiRJMfB 2 2 T*¥iJ5£ U «TE=*»««0±« 

lRj#t-RSi"5o rftKioT, fcfca>fc^0W5v--y 

[0 17 9] [S£3<Z>Slj£7IgJ&] 0 2 3-11129 

»l»itf*2 0|Hft^RtW«©*^B*|c:Wt, PC 
[0 18 0] [**©RW]*-f, ***»l*l2:*5*tS«l 
«Sra^fH-e*>*. WHfc*i-J:5fc, 

— a^bi 5 o o assff mm 6 o^^^^sv^^— ^ 

[0 18 1] [y-Art*©R«]H2 4tt, *H**IB 



[0 18 2] Wx.fl 02 4 (a) #ffl/u^91 
7 a C^T> rgte^n^^j 5) Sr 3 o«±3fe-< 

Rmmbte, 0iRfc£H2 4 (b) tc^i-J;5^, 

5 0 4^fe:7'V— Y^A^bfc^fttfi;^ 

i: * Hi* 5. 

[0 18 3] Sfc^ WitfH2 4 (a) ©Wn^ 
9 17b (J^T> Wn^j^fp) £3oj£Jt_k 
3fe^<T?H*-rSi, «fctfia24 <c)- fc*-fj:5fc, 

*nita¥oiaa?Sr*©^o .^^ 9 1 o^sng^M-fs 

[0 1 8 4] Sfc, 0!lx.«BI2 5 (a) OffB^n^ 
9 17c («T, r^tft^D^j ^15) Sr3o« 
JJfc^T»*-rsi:, M*.ifH'2 5 (b) tc^-f <fc 5 
^ #i**©E«**0>:/n:y^ 9 1 '0Sr«i^ft<i- 

0.' jW^BrfbSixT, E«*fl=Sr*SrS*5r 

[0 18 5] «*LtfH2 6(a)^ny^ 9 

I7d (KT* rmte^n^^j tg-5) ■ «\ 3o^± 
fc^xm&'tZk, MiSi 2 6 (b) \Z7F-f£?{^ 

■^©S^U:, V— M.x'r— v>9 o ots^otpfoom 5' 
fc, 9 0° EWte-f" i: t>M % /uy^9 10C»S 

(b) T*H y-A^x— 5^9 0 0SrlirtBi-5»Bf9 3 
o fc-go 9 Ifete 9 7" u-fl:HI©5g-o fc^2r£a bit 
S 0 ^LT, BM9 3 0»7f|^ SEBSttfclfcffi 

[0 18 6] t©i^fflilTI^ «*a, 7x*vir 
9 1 0<Z)iii#Sr-?.</g<-r^ > ^IB±©^njx 
^91 0 ^^ b l^ C (a t L i o t ±(7)1« 

[0 18 7] '[it^Dy*©mB]B2 7tt, 

t-> #J&^ hy^773£, ElteSiSif $8 80^ 
[0188] #J&-e b y ^ ^ 7 7 3 f*. 2 
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2^, mti^7 7&mmj-z>iz$>tcoxmm&tiz>m 

[0189] HI^IftBff # 80tt, 111 2 6 -C* L/c^— 

[0 19 0] TflMforvPttL. BB«^^^W»7 5 3H 

5 0 E«¥U*SB2 2"3#, ^»ft7 5^s 

[0 19 1] [:7n-<aiftK]ft^ 0 2 8«r#flBUT, 

[0 19 2] 12 811 **lfi»llB^*5^S^^3i^ 

ot, *njs^ffi<^ n$t<D%b{z.m i 307p- mains 
[0193] ^mmwmxte, m&^(*Tyy p s 1 

4 8) (DfL y-A»3HB2 2tt, S^P^ffli 
^Htf^(^f77 P S 6 0 2OTES) N iHlSWSP 
2 6 IC»«ffif(OiSffl^Agg 1 5 0 0 Mfi^Rilfc 

[0 19 4] [W]^(- N fi^P^tfStB*$ftfc^ 
(^T^S 6 0 6OTES) , ilff S]$pg|$ 2 6 fc#iS 

W&(*Ty~?S 6 1 0OYES) , Iff Mia 2 6 id 

#ws*©*»/By— as*i s o o^mm^m 

it £^Z>(*Ty?S 6 1 2 C IU^P>7^^i^ 
fei^(^fy/S6 14OTES) , ii{f*Jffll^2 6 

^M^Mffly-Agii5 o o \z.mum^m 

[0 19 5] S*RIE»-J§-&g«Lfc 
i^tt(^fy^S6 18©YES) , ^-^^^5 2 
2 ti, -gO^ h y ^ ^ 7 7 3 &r^M LT*^(7)Kte^^ 
tt5(^r^S 6 2 0) o «**|Rltt, RR^Py 
^^9 0° K^i: 18 0° Kte<oaSSrK*t*tti:^t> 

[0 19 6] Mlfflrgilfcl^^r^^s 6 

2 2<DYES) , A«J|[»2 2tt, ES^^^1f« 
7 5 3£#ff,U E«^ttTV^5^n2/^ 9 1 0<7)1I 
^7^^A{C^3E1-5(X^^ys 6 2 4) 0 ^M-T^) 
^n^9 10©fttt, SS^LT«tV> 0 



(18) 
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[0 19 7] ^ffHkff -^Srgff Lfc^fi Ur^7°S 
6 2 6<£>YES) , tf*-J*m$M2 2^ EB^^IS 
7 5 3§r#fiSU EB^ixTV^^^n^^ 9 10^ 

6 2 8) o 9 x 0^^, it 

30©YES) , A^§|5 2 2JL UlteKMti $B 8 

Ux^S 6 3 2) 0 Aj»*8S2 2tt, SI 

te#ft^MaSr^JSLTiam^^7 P f»#7 5 3 Srjg* 
ti(^7^S-6 3 4) 0 »MlMli:tt 

[019 9] BEfi^y^t»«7 5 3*SJS*f$iXfc*e> 

ff v y-^«»«2 2f*. SE«S*bfc:/ns^ 910 
SrMffiS^S^rS^Xiy^S 6 3 6) 0 KT7P-tt 

^Ti/^S 118 tod<, 
[0 2 0 0] lf& 4 (Dm&j&M) #C^> 13 2 9-1133 

RWttflStS. 

[0 2 0 1] [y— Art*<DRW]*jt«»tR©* 1 
IK a, fctta«^T4: fclAoRStttfR 

frtbtt. 5/^ 9 1 4tttIl:f«I©RJt«[* 

ItS^ny^ 9 1 0tttJi«Efll(O*^3i^ h<7)#S 

»Wfi^>RSItSrjB^Si:E«ftfl= 

[0 2 0 2]«?:tf, B29 tt^— Apfffi^-^JSr^-r 
TfeoT, a*R^«Sr«*Ufc^o y^910i, 
tR^ffi T6 0J ^R^SttfciKai^ny^ 9 14 
a N 9 1 4 b*EH*tbTV^S*tJ84r*UTt^5. fi^J 

*IrI7 7fiTlpJt^R^^*bTV>5toi:"r5o 
[0 2 0 3] ^m.^^ 9 1 4 a , 914b Kltt, Y 

W^Ip] (±fRj#) l:f^»Rrffi^njx^9lO© 

**©U!tfP3»»3&*5o SMI^ny^ 9 14 b^te, ifiMBf 
fiR^ffl T6 0J fcj»fc*V^a:b**^b4V^©Tf» 
*S*t4V\ — ^9 14a te»#fiR£ 

•Ytt±^<E«Sr^9fci-r il:iot, **iBx.*V^ 
SMfc/ny* 9 1 4ft**UT-^— At**lfc1-i-»5 
ririSprtBirftS. ffiot, TV— irttJ: &/«X/H4 • 

[0 2 04] 1?.%W&&<r>% 2 <£>#®te. ^7^9 1 



0 3iSA4ajfiSt*»|fc-t-5^K*>5. *HJ6?^ffi"ef4, 

/d^91 0©MR^ffi^<5V^T#ft*Sr*^t- 
£ G HI 2 9 <©»-&T?tt,. Hi 5kg-15kg 

ft, 2 0 k g£Jl|»B l *^>a y8*t8R£i t5, 
tfcoT, fcfc^t^n 9 1 OK:»!>»8l2S&>!>, — 

[0 2 0 5] [«tt^n jr^ <7>RPJ] B30I4, #|96J£ 

fc, ^ny^R3feflMR7 4fca«R**7 4 4i:»Wa 
[0 2 0 6] fifiRfeffi 74 4 &t>*W#SR^ffi 745 

^oy^ 9 1 O^aS^ir^JgHRS^^^o *m 

4 4fcRj£$jx#5**R£«# T3 0J ir~T6<>, 6 
x 3 0=1.8 OSrjrtifi (09;i#2OO) SrRjfeU-* 

[0 2 0 7] [7n- (E>R93]#Cfcl, E13 1~E13 3^# 

lit, *SQfi««^*ftSfta©«JtKov^TRWi: 

^WKWfttt^SrRMi-St^t-ra. 
[0 2 0 8] I3 1(t #*lKii:j8»5^o^» 

*Hii©»fR-ctt, 7*v9 9 i o *n-p*to»*R^ 

T^^S 7 0 2) o 

[0 2 0 9] i32H **Jl0^tB»2:*3»t5?B*tea© 
flEttS:RM"t"Sfc«)^tO"efc5o **«»lftt?tt, SP 
I/py^ 9 1 4fcoV^TE*^#tttJ5U^^ p oy^ 9 

1 O^oWMlcjtCTJHiSrSWTi-S. ?B*»2 2 4 

Sr#S8t5(^ry^S 8 0 2) 0 -t LT N ffi£«|S2 2 
4 te, s ^^r— bTBBB^ ^ ^tt* 7 5 3 

<t9^n^^^E«^«aSr#fiSi-5(^x^^S 8 0 
4) o 

[0 2 10] S^Ufc/Kv^v-a JBSI^Dy^ 9 1 

4*tS8^(^fy^S 8 0 6OTES) , 2 

2 4f^, SBB^^^ , 'lf#7 5 3d>&, S0t#^a^J: 

9 1 0 ^lEfi^tLTV^-S/Ki/^a >^^r^^ LT> 

9 1 0(Dfi4^ffi^?PSr**5(^x^ 
8 0 8) 0 



[0211] JSfcfcl. m£$f>2 24H ^fy/S 804 
^ilWLfc^v's VCD95^yn 9 1 4£>!r^fii£ 
^It, ^r^S 8 0 8-e*»e>ttfcJ»flJi:, S:Jt« 

/S8 1 O^YES) , iB*aS2 2 4ft SR#^3 
^Sr**^je^2y^*«7 5 4iCggt^(^f5'7 P S 
812). 

[0 2 12] *7^;/:/S 8 0 4X*m$iLtctfi?i/3 >\ZL 
W$frf*y# 9 1 4^^tbTV^^V^^(^x-/^S 

8 0 6ono) ^ *si^»«rm!i:ft4isr±iafe4v^ 

^(^f^S 8 1 0<£>NO) tt, ^(O^tfi^fe 

[0 2 1 3] _?B*S&2 2 4 ft ^f^yS 8 0 6^^ 
ry^S 8 1 2©teaar^aK^i/g ^fc:ov^TSa(irt*5 
{*Ty~?S 8 1 4C9NO) 0 

[0 2 14] MM^v V? 9 1 4(D«»a£Dfc8L3B«r 
*X.fcft6tf, ?B*SfB2 2 4tt, iHi^r y 7 
5 4Sr#fiBLT. ^*»fttft5sK^3><7?yns/^ 

9 lOSrfiH^y^iDgiJBftU^^y^S 1 4 2) > 
^-AWffia^&HiJjfeS-BrS^^y^S 1 4 4) 

[0 2 15] E.3 lt*b-fc>^ny^»»«yii:,.H3 

jlJtJgllB-ett, AjfiMcSFB 2 2 IN^ASofli^iH 

ilfcyp;y^9 10©S (iBSr/n^ft) £#£7;/ 
h U jM 2 6 JcSEtSfeffi^(7>Stffirffly-A^B 1 

5 ooM^py^i^ff^^T^ys 9 o 

2) o 

[0216] m^uy^wL^m istcm&(x : ry7 

S 9 04OYES) , ^-A«£»2 2W\ IBg^y^ 
1f« 7 5 3£#flBLT3S<E>#S^>3 is&vlspMzMlfl 
U^f^S 9 0 6), fflSjg^n^ 9 1 4£Ifie£ 
*5(^r^S 9 0 8) o ^*UcJ:oT, Mm^(D 

[0217] » % zftxy*<Dmmzt\z s »w>mmt:WL 

H»»lB««i:BBi-5««Sriiinb, ^fj/^S 7 0 2fc 
Tfcfc, Will ftll^JBftbfcttWSrftv^SPft-ra* 

[0218] ^m<Dmi-m4<ommmm\^ 

[0 2 19] Fdx.fl> J*XT— Z?9 0 0[a*7v y 
El 3 4 (a) tt, ^7f-^9 0 0©#^> 
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50 El 3 4 (b) ft, #^3y^bSH 

-r^o aeiHi*E©«*wt, «x.«H3 4 (c) {c^-r 

5 1 it, iiLumm. Km, m^mm, fcif©**** 
««:R;ei- a r t a* prt& t 5o 

[0 2 2 0] ^o>^910 ^^»5S*SrS3E 

fc*^-CS>5o *frttfctt, ^n^^#Sbg|52 2 2H\ 

5 :/-n y? 9 l 0i?3t*»raE««fc*4h 

*^-v> 9 0 0 ©Rtt± >9 ^aSttS: fc fc £ .3»-C 

[0 2 2 1] *fc, S;fr<E>R3£3r, jjfaAJj*— 1 5 0 
4^^^1 5 0 5ti5t©i: LTKWLfca*, 

a»BHwr«y-ASE«i 5 o ooffl^«tms:**pi-a« 

[0 2 2 2] iM^^SIl 5 0 0^. 

— A^-fe^ h l 5.2 OfctfMS *s Stoat LTtAv\ 

1600 <DWi&te s mM-t^^m 

gt-tlsD-trf—fttil*! 6 0 8KaNKRriBfcR*tS«J* 
[0 2 2 3] 

J:5f-> *v^ttaee©i5«*lc:j;oT3lt#*bix5 

[0224] &mw\z£ti& s wi£wm<D~*JW)y 

5o IP^> ^u— Yte> *fcft**fe»cfcpIKi^i3y^Sr 

[0 2 2 5] fct, AtftfWtfc^ y-A^ 



[0 2] Apfffi©— ^JSr^-MfBHo 

[0 3] (a) rTBi^d 5/^'<©a«(?DftlSr^i-|g o 

(b) mWf* 2/^©«Ro«*r*"Ma Q 
[04] y ? (D&M<Dm$:7F^mo • 
[05] SI l ©***«^*5rt-S«tB«*o— «Sr*i" 

[[2 6] ^^-^IS^ff^^^S^^-MSr^-r^ 
-^«j£0 o 

«ESc0 o 

[09] (a) E«^y^OJfi«©«3S:SrRWi"5Ho 

(b) mm^y7mn<DT—*m&<D—m&&ir j 7~# 

^C0o 

[011] (a) «AKJE«#©9f-**riiO-«ft3S 

^*J*Ho-" (b) #^ay«»{)l©flS:*t 

0o 

[012] (a) Sf*tttt8i^f-^S^-*]lr^ 

1-0o 

[013] ?4 >yu— oSEnS:RMi-Sfcft«>7n-» 

[014] m*R£«k3a©«ixS:RWi-Sfc«)?>7n — 

[015] ^o^^»»«i3a©**tSrRW-t-5*:»©7 

[016] ERW*te3a©8KtbSrRHi"5fc*«>^o — 

[017] /n— K#*TWj*©— «*3Hia o 
[018] (a) «2 0H*JBflB^S3^5«*<Z>-WS: 
^-T0o (b) ^t7^^^A*m^vi^f 

[019] ^2^*Jfe^(-*5(tS^— AMB^— ««: 
^1~0 O 

[02 0] JB2<Q**»«^33ft5y— ^STB^— «* 

[02 1] »2©3ttW«te*5«t««IB^ny^9-« 
*^1"0 O 

[022] $g2<Dni&j&Mfc&ftz*4>7tL—<D9&m 

[02 3] »3 0Sllfi»ffl{^ttS«^--fiaSr^ 

0o 

[02 4] (a) flUB:/***©— 0S4r*H~B. (b) 
»#RIEflMH*R9l*-5fc»OB. (c) feSEflMBSrR 

wi-«fc«>«>iH. 
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[02 5] (a) ffiyoyj'-O- ^JSr^lHIo (b) 
*»ffcftUB&RWt-afc»0>H o 

[02 6] (a) ffffl^Py?©- 09«r^112o (b) 
EHEflUB SrRH+* fe« 

[02 7] *3(©3ll6««fc*5*tS««^ny^O-« 

[028] ms^mmmm^if^^^ i^yu—comm 

<Dffift&WlW-rz>tcit><Dy*— 9-*— ho 
[02 9] »40**«llBK*5«t5y— AHffiO— 
^i"0 o 

[0 3 0] *4©JB*»RK:*rt5«*^ny^©-« 
£^1-0 O 

[031] fts4<onw&M\zisftz7*y?»W}j!m<o 

[0 3 2] »4©j|jft»llBli!i»ttS?»*»a^iSffinS:R 
J^-f ^ — ho 

[03 3] fg4<D^1fcteWi\ZL&lfZ)*>( Zs~7V—(DUfc< 

[0 3 4] (a) - (b) y-A^^-^fcilSElRft** 
[»*©RW] 

1 o mttAtin 

2 0 *0sS«5 

2 2 -^-A«IMfB . 

2 2 1 MJlWlftM 

2 2 2 :/n ^^ftSS 

2 2 3 Bflffi^gB 
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(54) GAME INFORMATION AND INFORMATION MEMORY MED1IJM 

. (57)Abstract: . ,. 

PROBLEM TO BE SOLVED: To provide a puzzle game 
with both simple game operability and variation of the 
game play. 

SOLUTION: Movable block objects 912 and 918 disposed 
on a game stage 900 are moved in the direction of the 
virtual gravity operated by a player as if sliding on an 
inclined surface, and the movable block objects are 
^deleted under a prescribed condition of disposition. 
Especially, if movable block objects of a specific type (the 
special blocks 918) are deleted, the game stage is cleared. 
Accordingly, the player can play not only a game of 
simply arranging and deleting the movable blocks one 
Rafter another but also a game of efficiently arranging and 
deleting the blocks of the specific type by paying 
attention to the blocks of the specific type. 
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CLAIMS 
[Claim(s)] 

[Claim l] An arrangement means to arrange two or more two or more kinds of movable block 
objects to plane GAME STAGE by the operation and control by the processor, A virtual gravity 
setting means to set up virtual gravity in the predetermined direction of said GAME STAGE, A 
migration means to make move the movable block object arranged in said GAME STAGE based 
on said virtual gravity, and to rearrange, An arrangement judging means to judge whether the 
movable block object which fulfills given arrangement conditions exists, An ehmination means to 
eUminate all or a part from said GAME STAGE among the movable block objects judged that 
f ulfill arrangement conditions with said arrangement judging means, Game information for 
operating a termination judging means to end the game play to the GAME STAGE concerned as 
equipment equipped with said processor, when it judges with whether a movable block object 
exists in said GAME STAGE, and it not judging and existing. 

[Claim 2] Game information which is game information according to claim 1, and is 
characterized by including the information for making it function as ending the game play to the 
GAME STAGE concerned when it judges with whether two or more movable block objects of a 
specific class exist in said GAME STAGE among the movable block objects of a class, and said 
said termination judging means judging and not existing. 

[Claim 3] As opposed to equipment equipped with a processor and the actuation input section by 
the operation and control of said processor An arrangement means to arrange two or more two or 
more kinds of movable block objects to plane GAME STAGE, A direction storage means to 
memorize the correspondence relation which matches the direction directions input by said 
actuation input section, and a direction parallel to the field of said GAME STAGE, A virtual 
gravity setting means to determine a direction parallel to the field of said GAME STAGE 
corresponding to the direction directions input by said actuation input section based on the 
correspondence relation memorized by said direction storage means, and to set up virtual gravity 
in the determined direction, A migration means to make move the movable block object arranged 
in said GAME STAGE based on said virtual gravity, and to rearrange, An arrangement judging 
means to judge whether the movable block object which fulfills given arrangement conditions 
exists, Game information for operating an ehmination means to eliminate all or a part from said 
GAME STAGE among the movable block objects judged that fulfill arrangement conditions with 
said arrangement judging means, and the related adjustable means which carries out adjustable 
[ of the correspondence relation memorized by said direction storage means ]. 
[Claim 4] Game information which is game information according to claim 3, and is 
characterized by including the information for making it function as said related adjustable 
means carrying out adjustable [ of said correspondence relation ] according to the class and/or 
number of movable block objects which were eliminated by said elimination means. 
[Claim 5] It is game information according to claim 3. Said equipment It is constituted possible [ 
equipment and a communication link ]. in order to realize a versus fighting game with other 
equipments - being concerned — others - It responds to the class and/or number of movable 
block objects which were ehminated by said ehmination means, said - others - the related 
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adjustable signal for carrying out adjustable [ of the correspondence relation memorized by the 
direction storage means of equipment ] — said - others - with the information for operating a 
related adjustable signal transmitting means to transmit to equipment as said equipment Game 
information characterized by including the information for carrying out adjustable [ of the 
correspondence relation said related adjustable means was remembered to be by the direction 
storage means of said equipment ] based on the received related adjustable signal when a related 
adjustable signal is received from equipment besides the above. 

[Claim 6] An input means to input the 1st actuation signal and the 2nd actuation signal by the 
operation and control of a processor, An arrangement means to arrange two or more two or more 
kinds of movable block objects to plane GAME STAGE, A virtual gravity setting means to set up 
virtual gravity in the predetermined direction of said GAME STAGE based on said 1st actuation 
signal, A migration means to make move the movable block object arranged in said GAME 
STAGE based on said virtual gravity, and to rearrange, A leading role arrangement means to 
arrange a leading role object to said GAME STAGE, The leading role migration means to which 
said leading role object is moved based on said 2nd actuation, signal, An arrangement judging 
means to judge whether the movable block object which fulfills given arrangement conditions 
exists, A gestalt modification means to change the gestalt of the movable block object judged that 
fulfills arrangement conditions with said arrangement judging means, ** The physical 
relationship of the movable block object by which the gestalt was changed with said gestalt 
modification means, and said leading role object, Or the physical relationship and said 2nd 
actuation signal of the movable block object by which the gestalt was changed with the ** 
aforementioned gestalt modification means, and said leading role object, Game information for 
operating an elimination means to eliminate all or a part from said GAME STAGE among the 
based movajble block objects by which were boiled, and the gestalt was changed as equipment 
equipped with said processor. V 
[Claim 7] An input means to input the 1st actuation signal by the operation and control of a 
processor, An arrangement means to arrange two or more two or more kinds of movable block 
objects to plane GAME STAGE, A leading role arrangement means to arrange a leading role 
object to said GAME STAGE, The leading role migration means to which said leading role object 
is moved based on said 1st actuation signal, A virtual gravity setting means to set up virtual 
gravity in the predetermined direction of said GAME STAGE based on said 1st actuation signal, 
Game information for operating a migration means to make move the movable block object 
arranged in said GAME STAGE based on said virtual gravity, and to rearrange as equipment 
equipped with said processor. 

[Claim 8] Game information which is game information according to claim 7, and is 
characterized by including the information for making it function as said input means inputting 
the 2nd actuation signal, and the information for making it function as said virtual gravity 
setting means setting up said virtual gravity when said input means inputs said 2nd actuation 
signal. 

[Claim 9] Game information for operating the accompanying migration means to which it is 
game information according to claim 7 or 8, and all or a part is moved among said movable block 
objects with migration of said leading role object by said leading role migration means as said 
equipment. 

[Claim 10] Game information in which it is game information given in any of claims 1-9 they are, 
and said migration means includes the information for making it function on said equipment as 
moving the movable block object concerned in the passing speed and/or the migration mode 
according to a class of a movable block object. 

[Claim 11] Game information including the information for operating an electric shielding field 
setting means to set up the electric shielding field which is game information given in any of 
claims 1-10 they are, and covers a check by looking of a movable block object to said GAME 
STAGE as said equipment. 

[Claim 12] Game information including the information for operating a rate adjustable setting 
means to set up the rate variable region which is game information given in any of claims 1-11 
they are, and carries out adjustable [ of the passing speed of a movable block object ] to said 
GAME STAGE as said equipment. 

[Claim 13] Game information which includes the information for making it function on said 
equipment so that it may be game information given in any of claims 1-12 they are and may have 
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a means by which said elimination means eliminates the movable block object concerned from 
said GAME STAGE based on the virtual load by the movable block object which adjoins the 
movable block object concerned. 

[Claim 14] Game information including the information for operating a rotation means to be 
game information given in any of claims 1*13 they are, and to rotate said GAME STAGE as said 
equipment. 

[Claim 15] It is game information according to claim 14. Said equipment in order to realize a 
versus fighting game with other equipments - being concerned - others it constitutes possible 
[ equipment and a communication link ] " having — **** - a rotation signal " said - others 
with the information for operating a rotation signal transmitting means to transmit to 
equipment as said equipment Game information characterized by including the information for 
making it function on said equipment so that said rotation means may rotate said GAME 
STAGE based on the received rotation signal, when a rotation signal is received from equipment 
besides the above. 

[Claim 16] Game information including the information for operating a class modification means 
to change the class of movable block object which is game information given in any of claims 1-15 
they are, and is arranged in said GAME STAGE as said equipment. 

[Claim 17] It is game information according to claim 16. Said equipment in order to realize a 
versus fighting game with other equipments " being concerned — others - it constitutes possible 
[ equipment and a communication link ] " having --• **** - a class modification signal - said - 
others " with the information for operating a class modification signal transmitting means to 
transmit to equipment as said equipment Game information characterized by including the 
information for making it function on said equipment so that said class modification means may 
change the class of movable block object based on the received class modification signal, when a 
class modification signal is received from equipment besides the above. 
[Claim 18] Game information including the information for operating a 

slowness-and-fastness-ized means to slowness-and-fastness-ize passing speed by said migration 
means of the movable block object which is game information given in any of claims 1*17 they 
are, and is arranged in said GAME STAGE as said equipment. 

[Claim 19] Game information including the information for operating an immobilization means 
to change into the immobilization block object used as the candidate for migration by said 
migration means the movable block object which is game information given in any of claims 1-18 
they are, and is arranged in said GAME STAGE as said equipment. 

[Claim 20] It is game information according to claim 19. Said equipment in order to realize a 
versus fighting game with other equipments — being concerned -- others -- it constitutes possible 
[ equipment and a communication link ] - having - **** an immobilization signal - said - 
others - with the information for operating an immobilization signal transmitting means to 
transmit to equipment as said equipment Game information characterized by including the 
information for making it function on said equipment so that said immobilization means may 
change a movable block object into an immobilization block object based on the received 
immobilization signal, when an immobilization signal is received from equipment besides the 
above. 

[Claim 21] The information storage medium which memorizes game information given in any of 
claims 1-20 they are. 

[Claim 22] An information storage medium according to claim 21 is an information storage 
medium which detects the inclination of the information storage medium concerned and is 
characterized by having the inclination sensor which makes an actuation signal the inclination 
which detected. 

[Claim 23] An information storage medium according to claim 21 or 22 is an information storage 
medium characterized by being constituted by pocket mold game equipment removable. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to the game information for performing a given 
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game etc. by the operation and control by the processor to equipment equipped with a processor. 
[0002] 

[Description of the Prior Art] More various puzzle games than before have been proposed. For 
example, there is a puzzle game which erases the block which fulfilled predetermined 
arrangement conditions (for example, three or more blocks of the same kind are made to 
connect), and goes by moving vertically and horizontally and rearranging the block of two or 
more classes arranged in rectangular GAME STAGE (you may read it as the "game field"). Since 
a block is newly replaced with a predetermined time interval, if it is not erased one after another, 
soon, GAME STAGE will be filled with a block and it will become game over. A player enjoys how 
the class of newly filled-up block can be discerned promptly, it can rearrange efficiently, arid a 
block can be erased one after another. Such a kind of puzzle game is established as what can play 
easily in the easy Ruhr. For example, patent No. 3169865 etc. is known. 
[0003] 

[Problem(s) to be Solved by the Invention] Although an expression and game story of a block 
were changed variously and many classes were offered as above games, for it being the principal 
ray of a puzzle how it rearranges early so that the block already arranged in the block newly 
filled up and predetermined arrangement conditions may be fulfilled, it was unchanging. 
[0004] This invention is made in view of the above-mentioned technical problem, and the place 
made into the purpose is to offer the program which realizes the puzzle game which combines 
easy game operabihty and the versatility of a game play. 
[0005] 

[Means for Solving the Problem] In order to solve the above-mentioned technical problem, 
invention according to claim 1 To equipment equipped with a processor, are the game 
information for realizing various functions by the operation and control by the processor, and by 
the operation and control by the processor An arrangement means to arrange two or more two or 
more kinds of movable block objects to plane GAME STAGE (for example, the game operation 
part 22 of drawing 5 , the stage setting information 73, arrangement map information 753), A 
virtual gravity setting means to set up virtual gravity in the predetermined direction (for 
example, direction parallel to the field of GAME STAGE) of said GAME STAGE (for example, the 
actuation input section 10 of drawing 5 , the gravity setting section 221, the gravity setting 
information 76, the gravity direction 77), A migration means to make move the movable block 
object arranged in said GAME STAGE based on said virtual gravity, and to rearrange (for 
example, the block move section 222 of drawing 5 , play data 75), An arrangement judging means 
to judge whether the movable block object which fulfills given arrangement conditions exists (for 
example, with the arrangement judging section 223 of drawing 5 ) The inside of the play data 75, 
the arrangement condition information 78, and the movable block object judged that fulfill 
arrangement conditions with said arrangement judging means, An elimination means to 
eliminate all or a part from said GAME STAGE (for example, the ehmination section 224 of 
drawing 5 , ehmination schedule map information 754), It judges whether a movable block object 
exists in said GAME STAGE. When it judges with not existing, it is characterized by operating a 
termination judging means (for example, the termination judging section 225 of drawing 5 . 
stage setting information 73) to end the game play to the GAME STAGE concerned as equipment 
equipped with said processor. 

[0006] Game information is semantics of the information according to a program with which the 
business of processing by computers (computer), such as game equipment, is presented. 
Moreover, a movable block object is an element which is arranged in GAME STAGE and 
constitutes a puzzle, and the location and posture can be changed based on actuation of a player. 
(A movable block object also only calls it "a block" henceforth.) 

[0007] In addition, when it judges with whether two or more movable block objects of a specific 
class exist in said GAME STAGE among the movable block objects of a class, and said said 
termination judging means judging and not existing in this game information according to claim 
1 like invention according to claim 2, you may make it include the information for making it 
function as ending the game play to the GAME STAGE concerned. 

[0008] According to invention given in claims 1 and 2, the movable block object arranged on 
GAME STAGE moves in the virtual gravity direction which a player operates. That is, it moves 
so that a movable block object may slide on an inclined plane, or so that it can draw near 
according to force like a magnet. And the movable block object which moved and became 
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predetermined arrangement conditions (list) is e lim inated. 

[0009] Arrangement conditions are conditions which consist of a class of movable block object, 
and combination of an arrangement location, for example, it is the case where it ranks with the 
condition with which the movable block object of the same kind was located in a line in 
succession two or more, the condition with which the predetermined class continued in order and 
was located in a line, and specific patterns (a star type, a rhombus, checker, etc.) etc., and can set 
up suitably. Therefore, by making the box into which blocks were put incline, a puzzle game can 
be enjoyed by easy actuation so that it may be made to move in a box and blocks may be 
rearranged. 

[00 10] Furthermore, according to invention according to claim 2, if the movable block object of a 
specific class is eliminated, the GAME STAGE concerned will become clear. That is, a player can 
also do how to play of putting the block concerned in order efficiently and only ehminating it , 
from a degree paying attention to the block of not only the way of playing that puts in order and 
eliminates a movable block object next but a specific class. For example, supposing a movable 
block object is replaced with a predetermined time interval, while erasing the block filled up 
efficiently, as said specific kind of block is erased and it said that an one-shot clearance was 
aimed at, a puzzle can be enjoyed variously. 

[0011] It is this claim 1 and game information given in 2. Moreover, said equipment in order to 
realize a versus fighting game with other equipments — being concerned — others — it constitutes 
possible [ equipment and a communication link] — having — **** a supplement signal -.- said — 
others — with the information for operating a supplement signal transmitting means (for 
example, communications control section 26 of drawing 5 ) to transmit to equipment as said 
equipment When a supplement signal is received from equipment besides the above, to said 
GAME STAGE It is good also as constituting game information including the information for 
operating a supplement means (for example, game operation part 22 "of drawing 5 ). to newly 
arrange the movable block object of classes other than said specific class, and to fill it up as said 
equipment. 

[0012] With other equipments, it is equipment which has the same configuration as said 
equipment, and is equipment which can perform the same game based on the game information 
by this invention. 

[0013] Thus, while doing so constituting game information, then the same effectiveness as 
invention given in claims 1 and 2, a versus fighting game can be realized and a movable block 
object can be filled up on a waging-war partner's game screen, the tooth space to which a 
movable block object will be moved if a movable block object increases - decreasing - just — 
being alike - it will become impossible to operate it If it is the former, even if it remains without 
erasing much [ time ] block only when it comes to waging war which competes for how the block 
filled up one after another is erased quickly and looks disadvantageously apparently by the other 
party, it also becomes possible to concentrate on to eHminate said specific kind of block, and to 
aim at an one-shot inversion. Thus, also in a versus fighting game, a puzzle game can be enjoyed 
variously. 

[0014] Invention according to claim 3 is the game information for realizing various functions by 
the operation and control by the processor to equipment equipped with a processor. As opposed to 
equipment equipped with a processor and the actuation input section (for example, the direction 
input key 1504 of drawing 23 , a carbon button 1505, the actuation input section 10 of drawing 
27 ) by the operation and control of said processor An arrangement means to arrange two or more 
two or more kinds of movable block objects to plane GAME STAGE, A direction storage means to 
memorize the correspondence relation which matches the direction directions input by said 
actuation input section, and a direction parallel to the field of said GAME STAGE (for example, 
the game operation part 22 of drawing 27 , the gravity setting section 221, gravity setting 
information 76), A direction parallel to the field of said GAME STAGE corresponding to the 
direction directions input by said actuation input section is determined based on the 
correspondence relation memorized by said direction storage means. A virtual gravity setting 
means to set up virtual gravity in the determined direction (for example, the game operation 
part 22 of drawing 27 , the gravity setting section 221, the gravity direction 77), A migration 
means to make move the movable block object arranged in said GAME STAGE based on said 
virtual gravity, and to rearrange, An arrangement judging means to judge whether the movable 
block object which fulfills given arrangement conditions exists, An elimination means to 
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eliminate all or a part from said GAME STAGE among the movable block objects judged that 
fulfill arrangement conditions with said arrangement judging means, It is characterized by 
operating the related adjustable means (for example, the game operation part 22 of drawing 27 , 
the gravity direction 77, the change-over matrix 773) which carries out adjustable [ of the 
correspondence relation memorized by said direction storage means ]. 

[0015] According to invention according to claim 3, the movable block object arranged on GAME 
STAGE moves in the virtual gravity direction in parallel with GAME STAGE. And the movable 
block object which became predetermined arrangement conditions (list) is ehminated. Therefore, 
by making the box into which blocks were put inchne, a puzzle game can be enjoyed by easy 
actuation so that it may be made to move in a box and blocks may be rearranged. 
[0016] Moreover, the direction where the player carried out the actuation input of the virtual 
gravity is that which can be set up in the different direction, for example, the upper and lower 
sides can be reversed, right and left can be reversed, or the actuation direction and the gravity 
direction can make the condition of having called it ZUKERU 90 degrees. Therefore, tricky game 
expansion can be made and it can consider as the various puzzle games which are more 
complicated, capture and have ****. 

[0017] Furthermore, like invention according to claim 4, it is game information according to 
claim 3, and is good also as including the information for making it function as said related 
adjustable means carrying out adjustable [ of said correspondence relation ] according to the 
class and/or number of movable block objects which were eliminated by said e limin ation means. 
[0018] According to invention according to claim 4, while doing so the same effectiveness as 
invention according to claim 3, the relation between the actuation input direction and the virtual 
gravity direction changes by eliminating a specific movable block object. That is, since the 
movable block object troubled on GAME STAGE if it eliminates will exist, the assembly of more 
prudent actuation or a play will be required. Therefore, a player can enjoy the puzzle game 
which is still more complicated, captures and has.****. 

[0019] It is game information according to claim 3 like invention according to claim 5. 
Furthermore, said equipment It is constituted possible [ equipment and a communication link ]. 
in order to realize a versus fighting game with other equipments - being concerned - others - It 
responds to the class and/or number of movable block objects which were eliminated by said 
elimination means, said - others - the related adjustable signal for carrying out adjustable [ of 
the correspondence relation memorized by the direction storage means of equipment ] - said -- 
others - with the information for operating a related adjustable signal transmitting means (for 
example, communications control section 26 of drawing 27 ) to transmit to equipment as said 
equipment When a related adjustable signal is received from equipment besides the above, it is 
good also as including the information for carrying out adjustable [ of the correspondence 
relation said related adjustable means was remembered to be by the direction storage means of 
said equipment ] based on the received related adjustable signal. 

[0020] While doing so the same effectiveness as invention according to claim 3, the actuation 
direction and the virtual gravity direction of a waging- war partner can be made to change 
according to invention according to claim 5. Therefore, it also becomes possible to interfere with 
a partner's game play, for example, to change the disadvantageous war situation at a stretch, 
and it can increase the pleasure of a game more. 

[0021] Invention according to claim 6 is the game information for realizing various functions by 
the operation and control by the processor to equipment equipped with a processor. By the 
operation and control of a processor An input means to input the 1st actuation signal and the 
2nd actuation signal (for example, the direction input key 1504 of drawing 18 , a carbon button 
1505), An arrangement means to arrange two or more two or more kinds of movable block objects 
to plane GAME STAGE, A virtual gravity setting means to set up virtual gravity in the 
predetermined direction (for example, direction parallel to the field of GAME STAGE) of said 
GAME STAGE based on said 1st actuation signal (for example, the game operation part 22 of 
drawing 21 , the gravity setting section 221, the gravity direction 77), A migration means to 
move all at once and to rearrange the movable block object arranged in said GAME STAGE 
based on said virtual gravity, A leading role arrangement means to arrange a leading role object 
(for example, character 940 of drawing 19 ) to said GAME STAGE (for example, the game 
operation part 22 of drawing 21 , character setting information 79), The leading role migration 
means to which said leading role object is moved based on said 2nd actuation signal (for example, 



8/27 



the game operation part 22 of drawing 21 , character positional information 756), An 
arrangement judging means to judge whether the movable block object which fulfills given 
arrangement conditions exists, A gestalt modification means to change the gestalt of the movable 
block object judged that fulfills arrangement conditions with said arrangement judging means 
(for example, the game operation part 22 of drawing 21 , the image generation section 24), ** The 
physical relationship of the movable block object by which the gestalt was changed with said 
gestalt modification means, and said leading role object, Or the physical relationship and said 
2nd actuation signal of the movable block object by which the gestalt was changed with the ** 
aforementioned gestalt modification means, and said leading role object, It is alike, and it is 
based and is characterized by operating an elimination means (for example, the game operation 
part 22 of drawing 21 , the ehmination section 224) to ehminate all or a part from said GAME 
STAGE among the movable block objects by which the gestalt was changed as equipment 
equipped with said processor. 

[0022] According to invention according to claim 6, actuation of the virtual gravity direction for 
moving a movable block object and migration actuation of the leading role object which is not 
influenced of virtual gravity can be performed. A movable block object moves according to virtual 
gravity, and arrangement changes. When a movable block object fulfills predetermined 
arrangement conditions, it becomes ehminable, a gestalt (a display gestalt and gestalt of an 
object) is changed, and it is shown that it is in a condition eliminable to a player. 
[0023] Here, an ehminable movable block object is eliminated according to physical relationship 
and a predetermined actuation signal with leading role OBUJIEKKUTO. That is, a player can 
operate selection of the movable block object to eliminate, and the timing to ehminate while 
completing the puzzle by the list of a movable block object. 

[0024] Various capture of eliminating a lot of block at once, and aiming at a high score which 
dares shelve an eliminable place and makes more advantageous game expansion by this is 
attained. Therefore, I can have a player enjoy the pattern of various puzzles. 
[0025] Invention according to claim 7 is the game information for realizing various functions by 
the operation and control by the processor to equipment equipped with a processor. By the 
operation and control of a processor An input means to input the 1st actuation signal (for 
example, direction input key 1504 of drawing 18 X An arrangement means to arrange two or 
more two or more kinds of movable block objects to plane GAME STAGE, A leading role 
arrangement means to arrange a leading role object to said GAME STAGE, The leading role 
migration means to which said leading role object is moved based on said 1st actuation signal, A 
virtual gravity setting means to set up virtual gravity in the predetermined direction of said 
GAME STAGE based on said 1st actuation signal (for example, the gravity setting section 221 of 
drawing 21 , the gravity direction 77, character positional information 756), It is characterized 
by operating a migration means (for example, the block move section 222 of drawing 21 , 
arrangement map information 753) to make move the movable block object arranged in said 
GAME STAGE based on said virtual gravity, and to rearrange as equipment equipped with said 
processor. 

[0026] A leading role object is an object to which a player operates the migration, for example, is 
a hero character, main equipments, etc. based on a game setup. 

[0027] According to invention according to claim 7, migration of a leading role object and a setup 
of virtual gravity are realized by the same actuation. Specifically, virtual gravity is set up for the 
arrangement location of a leading role object as a core of a force place. Or GAME STAGE is 
considered as a setup which is the seesaw structure which can incline vertically and horizontally, 
and virtual gravity is set up as a result toward which GAME STAGE inclines so that seesaw may 
incline with the location of a leading role object. 

[0028] Therefore, by making a situation in which the other self of a player is fighting in GAME^ 
STAGE, more various game setup and a setup of a situation are attained and game versatility 
can be increased. 

[0029] Moreover, the information for making it function as being game information according to 
claim 7, and said input means inputting the 2nd actuation signal (for example, actuation signal 
from carbon button 1505a of drawing 18 ) like invention according to claim 8, Said virtual 
gravity setting means is good also as including the information for making it function as setting 
up said virtual gravity, when said input means inputs said 2nd actuation signal.. 
[0030] According to invention according to claim 8, while doing so the same effectiveness as 
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invention according to claim 7, sl player can operate the timing to which virtual gravity is set. 
That is, a player is thought over, and operates a leading role object, and becomes possible [ the 
way of enjoying oneself depending on which a player tackles a game thoroughly at condition of 
setting up virtual gravity ]. 

[0031] Furthermore, like invention according to claim 9, it is game information according to 
claim 7 or 8, and though the accompanying migration means to which all or a part is moved 
among said movable block objects with migration of said leading role object by said leading role 
migration means is operated as equipment equipped with said processor, it is good. 
[0032] According to invention according to claim 9, while doing so the same effectiveness as 
invention according to claim 7 or 8, the migration by virtual gravity can move a movable block 
object independently. Therefore, by carrying out skillful ****** of the migration of a leading role 
object, modification of fine arrangement is also attained, it also becomes causing arrangement 
modification unnecessary on the contrary, and a game can be played a variegated thing more. 
[0033] Moreover, like invention according to claim 10, it is game information given in any of 
claims 1-9 they are, and though said migration means includes the information (for example, the 
block move program 722 of drawing 27 , the weight set point 744) for making it function on said 
equipment as moving the movable block object concerned in the passing speed and/or the 
migration mode according to a class of a movable block object, it is good. 

[0034] While doing so the same effectiveness as invention jgiven in any of claims 1*9 they are 
according to invention according to claim 10, a movable block object moves in the virtual gravity 
direction at a different rate according to a class, and/or moves in the various migration modes of 
drawing a curve and the crooked locus. That is, it does not necessarily move uniformly according 
to arrangement of a movable block object, and the direction of virtual gravity. Therefore, a player 
can be observed according to the class of movable block object, must stop having to consider a 
capture procedure, and can enjoy more various puzzles. 

[0035] Moreover, like invention according to claim 11, it is game information given in any of 
claims 1-10 they are, and though the information for operating an electric shielding field setting 
means (for example, the game operation part 22 of drawing 5 . electric shielding field setting 
information 735 on drawing 34 ) to set up the electric shielding field (for example, electric 
shielding field E2 of drawing 34 ) which covers a check by looking of a movable block object to 
said GAME STAGE as said equipment is included, it is good. 

[0036] According to invention according to claim 11, while doing so the same effectiveness as 
invention given in any of claims 1-10 they are, the field where the class of movable block object 
disappears is prepared on GAME STAGE. A player must stop namely, having to keep in mind the 
class of movable block object which exists in an electric shielding field. Therefore, it can be more 
complicated, can capture and can be made the existing game which responds. 
[0037] Moreover, like invention according to claim 12, it is game information given in any of 
claims 1-11 they are, and though the information for operating a rate adjustable setting means 
(for example, game operation part 22 of drawing 5 ) to set up the rate variable region which 
carries out adjustable [ of the passing speed of a movable block object ] to said GAME STAGE as 
said equipment is included, it is good. 

[0038] According to invention according to claim 12, it is game information given in any of claims 
1-11 they are, and a movable block object will move at a different rate from usual, if it goes into a 
rate variable region. Therefore, more various situations can be made. 

[0039] Moreover, like invention according to claim 13, it is game information given in any of 
claims 1-12 they are; and it is good also as including the information (for example, the 
elimination program 724 of drawing 27 , the weight set point 744, the withstand-load set point 
745) for making it function on said equipment so that it may have a means to by__which said 
elimination means eliminates the movable block object concerned from said GAME STAGE 
based on the virtual load by the movable block object which adjoins the movable block object 
concerned. 

[0040] According to invention according to claim 13, while doing so the same effectiveness as 
invention given in any of claims 1-12 they are, a movable block object is ehminable also by 
fu lfillin g arrangement conditions and also imposing virtual load. The virtual load said here is 
the virtual weight of other movable block objects consider that the upstream of the virtual 
gravity direction of the target movable block object is adjoined, and it is arranged, namely, 
appear upwards, and it is considered that it works so that it may crush the target movable block 
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object. Therefore, a player can enjoy the game which it became conquerable, was more various 
and was rich in strategy nature of ehminating the movable block object which can never prepare 
arrangement conditions as virtual load is fulfilled. 

[0041] Moreover, according to invention according to claim 14, it is game information given in 
any of claims 1-13 they are, and is good also as including the information for operating a rotation 
means (for example, game operation part 22 of drawing 27 ) to rotate said GAME STAGE as said 
equipment. 

[0042] Rotation of GAME STAGE is that GAME STAGE on a game screen rotates the direction of 
virtual gravity as it is as shown in a turntable. Therefore, according to invention according to 
claim 14, while doing so the same effectiveness as invention given in any of claims 1-13 they are, 
just like a snowslide and a landslide, an arrangement condition collapses and a movable block 
object changes from the improvement edge in the method of rotation to a different arrangement 
condition. 

[0043] Game nature can be raised more by considering as a setup performed by having 
eliminated the trump card or the specific movable block object of resuscitation at the time of 
stopping changing rotation of GAME STAGE so that a penalty and arrangement may be 
considered. 

[0044] It is game information according to claim 14 like invention according to claim 15. 
Moreover, said equipment in order to realize a versus fighting game with other equipments " 
being concerned - others " it constitutes possible [ equipment and a communication link ] — 
having — **** -- a rotation signal — said - others " with the information for operating a rotation 
signal transmitting means to transmit to equipment as said equipment When a rotation signal is 
received from equipment besides the above, it is good also as including the information for 
making it function on said equipment so that said rotation means may rotate said GAME 
STAGE based on the received rotation signal. 

[0045] according to invention according to claim 15, while doing so the same effectiveness as 
claim 14, can be alike, and GAME STAGE, a waging-war partner, can be made to be able to 
rotate GAME STAGE, and it can interfere with a partner. Therefore, waging war which became 
white-hot more is realizable. 

[0046] Moreover, like invention according to claim 16, it is game information given in any of 
claims 1 _ 15 they are, and is good also as including the information for operating a class 
modification means (for example, game operation part 22 of drawing 27 ) to change the class of 
movable block object arranged in said GAME STAGE as said equipment. 

[0047] According to invention according to claim 16, while doing so the same effectiveness as 
invention given in any of claims 1 _ 15 they are, as for an arrangement location, a class is changed 
for a movable block object [ finishing / arrangement / already ] as it is. The operation conditions 
of modification of a class are carried out [ carrying out with the predetermined time interval 
performed by having e lim inated the specific movable block object, etc. and ] suitably. Therefore, a 
more irregular situation can be made and game nature can be raised. 
[0048] It is game information according to claim 16 like invention according to claim 17. 
Furthermore, said equipment It is constituted possible [ equipment and a communication link ]. 
in order to realize a versus fighting game with other equipments — being concerned — others — 
The information for operating a class modification signal transmitting means (for example, 
communications control section 26 of drawing 27 ) to transmit a class modification signal to 
equipment besides the above as said equipment, When a class modification signal is received 
from equipment besides the above, it is good also as including the information for making it 
function on said equipment so that said class modification means may change the class of 
movable block object based on the received class modification signal. 

[0049] according to invention according to claim 17, while doing so the same effectiveness as 
claim 16, can be alike, and GAME STAGE, a waging-war partner, can be made to be able to 
change the class of movable block object, and it can interfere with a partner. Therefore, waging 
war which became white-hot more is realizable. 

[0050] Moreover, like invention according to claim 18, it is game information given in any of 
claims 1~17 they are, and though the information for operating a slowness-and-fastness-ized 
means (for example, game operation part 22 of drawing 27 ) to slowness -and-fastness-ize passing 
speed by said migration means of the movable block object arranged in said GAME STAGE as 
said equipment is included, it is good. 
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[005 1] According to invention according to claim 18, while doing so the same effectiveness as 
invention given in any of claims 1-17 they are, a rate is made late or quicker than the usual 
migration of a movable block object. Though slowness-and-fastness-ization is applied to the part 
which could apply to the whole movable block object and was chosen at random, it is good. It 
becomes possible to adjust migration of a specific movable block object instead of a brake, and to 
also make arrangement change into it efficiently using the slowness -and-fastness-ized movable 
block object. Moreover, it can also use as an element which interferes with a partner at the time 
of waging war. Therefore, more various game plays are attained. 

[0052] Moreover, like invention according to claim 19, it is game information given in any of 
claims 1-18 they are, and though the information for operating an immobilization means (for 
example, game operation part 22 of drawing 27 ) to change into the immobilization block object 
used as the candidate for migration by said migration means the movable block object arranged 
in said GAME STAGE as said equipment is included, it is good. 

[0053] While doing so the same effectiveness as invention given in any of claims 1-18 they are, it 
becomes impossible to move the movable block object to which it was able to be made to move 
until now according to invention according to claim 19. Therefore, more irregular and various 
situations can be made and game nature can be raised. 

[0054] It is game information according to claim 19 like invention according to claim 20. 
Furthermore, said equipment in order to realize a versus fighting game with other equipments " 
being concerned — others— it constitutes possible [ equipment and a communication link ] 
having **** - an immobilization signal - said - others - with the information for operating an 
immobilization signal transmitting means to transmit to equipment as said equipment When an 
immobilization signal is received from equipment besides the above, it is good also as including 
the information for making it function on said equipment so that said immobilization means may 
change a movable block object into an immobilization block object based on the received 
immobilization signal. 

[0055] according to invention according to claim 20, while doing so the same effectiveness as 
claim 19, can be alike, and GAME STAGE, a waging-war partner, can be made to be able to carry 
out modification to the immobilization block object of a movable block object, and it can interfere 
with a partner. Therefore, waging war which became white-hot more is realizable. 
[0056] Invention, according to claim 21 is an information storage medium which memorizes game 
information given in any of claims 1-20 they are. 

[0057] Reading of information of the information storage medium said here is possible for said 
equipment, for example, they are CD-ROM, FD (R), MO, a memory card, DVD, a hard disk, DAT, 
an IC memory, etc. The topology is freely detached and attached to equipment, and you may 
connect with said game equipment through a communication line. Therefore, according to 
invention according to claim 21, said equipment can be made to demonstrate the same 
effectiveness as invention given in any of claims 1-20 they are. 

[0058] Moreover, like invention according to claim 22, an information storage medium according 
to claim 21 detects the inclination of the information storage medium concerned, and is good also 
as having the inclination sensor which makes an actuation signal the inclination which detected. 
[0059] According to invention according to claim 22, while doing so the same effectiveness as 
invention according to claim 21, based on the inclination condition of said equipment, virtual 
gravity can be set up by the inclination sensor. Therefore, the somesthesis which operates 
migration of a movable block object can be enjoyed by leaning equipment. 
[0060] Furthermore, an information storage according to claim 21 or 22 is good also as being 
constituted by pocket mold game equipment removable like invention according to claim 23. 
[0061] According to invention according to claim 23, while doing so the same effectiveness as 
invention according to claim 21 or 22, a player can lean said equipment, and a game play can be 
carried out, and it can enjoy somesthesis as if it was actually leaning GAME STAGE. 
[0062] 

[Embodiment of the Invention] [1st operation gestalt] With reference to drawing 1 - drawing 17 , 
the 1st operation gestalt of this invention is explained hereafter. In addition, although the 1st 
operation gestalt explains the case where this invention is applied to portable game equipment, 
that to which this invention is applied is not hmited to this. For example, it is also applicable to 
home video game equipment, a personal computer, business-use game equipment, PDA, a 
multifunctional portable telephone, etc. 
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[0063] [explanation of a configuration] - the configuration in this operation gestalt is explained 
first. Drawing 1 is drawing showing an example of the appearance at the time of applying this 
invention to portable game equipment. As shown in this drawing, portable game equipment 1500 
is equipped with a control unit 1501, a display 1502, the direction input key 1504, a carbon 
button 1505, and the game cassette slot 1506. 

[0064] Game information required in order to perform games, such as a game program and 
initialization data, is stored in the game cassette 1520 which is the information storage medium 
which can be freely detached and attached into the game cassette slot 1506. Based on the game 
information read from the game cassette 1520, the direction input key 1504, and the control 
input signal from a carbon button 1505, portable game equipment 1500 performs game 
processing, and displays a game screen on a display 1502. 

[0065] Looking at the game screen projected on the display 1502, a player operates the direction 
input key 1504, carries out the actuation input of the direction of the virtual gravity (only 
henceforth "gravity") set as GAME STAGE, rearranges the movable block object arranged in this 
stage, and enjoys a game. 

[0066] With reference to [explanation of the contents of a game] next drawing 2 - drawing 4 , an 
approximate account is carried out about the contents of a game. 

[0067] Drawing 2 is drawing showing an example of a game screen. The game screen in this 
operation gestalt has GAME STAGE 900, the block object 910, the supplement timer display 920, 
the stage number display 922, the score display 924, and the supplement block display 926. 
[0068] GAME STAGE 900 consists of two or more positions of eye 7x7 [ for example, ], and can 
arrange at least one block object (only henceforth "a block" suitably) 910 in one position. 
[0069] Block 910 is roughly divided and has two kinds, a movable block and a special block. A 
movable block is a block which will be eliminated if or more three congener is located in a line 
while moving according to the gravity set as GAME STAGE 900. the special block 918 which is 
also a special block which can clear GAME STAGE 900 concerned when a movable block is 
efiminated with a typical block 912 — since - it is constituted. 

[0070] It is [ the obstructive block 914 which is not eliminable although migration is carried out 
at a special block, the fixed block 916 to which neither migration nor elimination is carried out, 
the special block 918 which is a kind of a movable block, and can clear GAME STAGE 900 
concerned if eliminated, and] ******. 

[0071] As a movable block is shown in drawing 3 (a), two or more kinds are set up identifiable 
according to the color, the form, the notation, the pattern, etc. You may be the configuration 
crossed to one position not only into one movable block but into two positions. As shown in 
drawing 3 (b), a special block is expressed by a block field, a container, the log, etc. so that the 
property can be imagined. 

[0072] The supplement timer display 920 displays time amount until block 910 is newly filled up 
and arranged on GAME STAGE 900. For example, the example of drawing 2 shows having 
passed the deadline of, when the display gestalt of a mark 921 changes with time amount 
progress and it had changed to the lower limit. And the new block 910 is filled up. Next, a 
pre limi nary announcement indication of the block 910 filled up is given at the supplement block 
display 926. 

[0073] As flow of a game, the block 910 of a predetermined number is arranged at random 
similarly to a start first in GAME STAGE 900, and the new block 910 is filled up for every 
predetermined time interval. 

[0074] A player inputs the gravity direction of GAME STAGE 900 by the direction input key 
1504. As block 910 is shown in drawing 4 , it moves in the gravity direction in a stage edge, and 
the arrangement condition changes. 

[0075] For example, drawing 4 (a) is in the arrangement condition in the condition (neutral 
condition) that gravity is set up in neither of the directions, and drawing 4 (b) is the case where 
above [ of the direction input key 1504 ] is inputted. If above [ of the direction input key 1504 ] is 
inputted, gravity is set up in the direction of drawing Nakagami by GAME STAGE 900, and 
block 910 will move to the upper limit section of GAME STAGE 900, and will stop in the edge of 
GAME STAGE 900. Similarly, as for drawing 4 (c), drawing 4 (e) shows the condition at the time 
of a leftward input at the time of a down input at the time of a rightward input, as for drawing 4 

(<d. 

[0076] If the arrangement condition of block 910 changes and three or more typical blocks 912 
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are located in a line length or horizontally by migration in the gravity direction, it will be 
ehminated and mark will be added. For example, in the example of drawing 2 , addition mark 
are displayed on a longitudinal direction by ten per 4 lists and one object, and the object is 
eliminated (a part for a broken-line display). 

[0077] A typical block 912 cannot be eliminated, and it will become game over if all positions are 
buried with block 910. On the contrary, if the special block 918 is ehminated, the stage can be 
cleared and it can go to the next stage. That is, ehminating a block one after another, the special 
block 918 must be arranged with a predetermined list, and a player must eliminate it, and can 
enjoy a complicated puzzle. 

[0078] If a stage is progressed, for example, the stage where the configuration (the location and 
number of positions which set up the configuration of an outer frame and stage structure) of 
GAME STAGE, the number of classes of a typical block 912, and the frequency of occurrence of 
the obstructive block 914 differ from the number of appearances of the special block 918 etc. is 
prepared, and various puzzle patterns and difficulty can be enjoyed. 

[0079] In addition, as for the conditions of game over, arranging all to a position, without 
eliminating the special block 918 which ehminates the special block 918 in the time limi t etc. 
may set up conditions suitably. 

[0080] Moreover, in the example of drawing 2 , although the game screen is drawn as a bird's-eye 
view of GAME STAGE 900, it is not hmited to this and may set up an angle type suitably. 2D 
display may also be 3D display or whichever is sufficient as the drawing approach. 
[0081] With reference to [explanation of functional block] next drawing 5 - drawing 12 , 
functional block for realizing this operation gestalt is explained. 

[0082] Drawing 5 is the block diagram showing an example of the functional configuration in this 
operation gestalt. As shown in this drawing, as functional block which constitutes this operation 
gestalt, there are the actuation input section 10 which inputs the actuation from a player, the 
processing section 20 which bears the operation in connection with control of equipment or a 
game, the display 30 which outputs a game screen, the storage section 70 which memorizes a 
program, data, etc., and **. 

[0083] The actuation input section 10 inputs the game actuation from a player. In the example of 
drawing 1 , the direction input key 1504 and a carbon button 1505 correspond to this, and 
hardware, such as for example, a cross -joint key, a lever, a carbon button, a trackpad, and a 
trackball, can realize the function. The control input signal outputted from the actuation input 
section 10 is told to the processing section 20. 

[0084] The processing section 20 performs various kinds of data processing, such as control of the 
whole game equipment, an instruction to each functional block in equipment, and a game 
operation. In the example of drawing 1 , a control unit 1501 corresponds to this. The function is 
realizable with hardware, such as CPU (a CISC mold, RISC mold), DSP, or ASIC (gate array 
etc.), a predetermined program, data, etc. 

[0085] Moreover, the game operation part 22 which performs data processing of a game, the 
image generation section 24 which generates image data from various kinds of data called for by 
processing of the game operation part 22, the communications control section 26 whose 
transmission and reception of an external device and data are enabled, and ** are contained in 
the processing section 20. 

[0086] The game operation part 22 performs various processings in connection with a game play 
based on a program, data, etc. which were read from the control input signal from the actuation 
input section 10, and the storage section 70. For example, they are drawing of GAME STAGE, 
score count, arrangement of a block, timer processing, coordinate transformation, etc. 
[0087] The gravity setting section 221, the block move section 222, the arrangement judging 
section 223, the elimination section 224, the termination judging section 225, and ** are further 
contained in the game operation part 22. 

[0088] The gravity setting section 221 assigns virtual gravity to GAME STAGE 900 based on the 
control input signal from the actuation input section 10. 

[0089] The block move section 222 moves the block 910 arranged in GAME STAGE 900 based on 
the gravity set up by the gravity setting section 221. 

[0090] The arrangement judging section 223 judges whether the arrangement condition of block 
910 fulfills predetermined conditions. 

[0091] All or a part is eliminated among the blocks judged as the elimination section 224 
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fulfilling conditions by the arrangement judging section 223. 

[0092] Whether the special block 918 is included in the block 910 eliminated by the elimination 
section 224 judged the termination judging section 225, and when contained, it should clear the 
stage concerned. 

[0093] Hardware, such as CPU, DSP, IC only for image generation, and memory, is realized, and 
the image generation section 24 generates image data and a picture signal based on an 
indication signal, various coordinate information, etc. from the game operation part 22. 
[0094] A display 30 carries out the display output of the game screen based on the picture signal 
from the image generation section 24, and, in the case of drawing 1 , a display 1502 corresponds 
to this. A display 30 is realizable with hardware, such as CRT, LCD, ELD, PDP, and HMD. 
[0095] The program and data which perform control of the whole equipment are memorized, for 
example, the storage section 70 is realized by hardware, such as CD-ROM, a game cassette, an 
I C card, MD and FD (R), DVD, an IC memory, and a hard disk. 

[0096] The game information 72 by which data, such as a program which performs various 
processings in a game, and the set point required for program execution, are contained in the 
storage section 70 is memorized. 

[0097] As a program, the gravity setting program 721 for operating the gravity setting section 
221, the block move program 722 for operating the block move section 222, the arrangement 
judging program 723 for operating the arrangement judging section 223, the elimination 
program 724 for operating the ehminatipn section 224, the termination judging program 725 for 
operating the termination judging section 225, and ** are contained in game information 72. 
Moreover, as data, the stage setting information 73, the block setting information 74, the play 
data 75, the gravity setting information 76, the gravity direction 77, and the arrangement 
condition information 78 and ** are contained. . 

[0098] The stage setting information 73 stores information required for a setup and drawing of 
the configuration of GAME STAGE 900 for every stage. For example, as shown in drawing 6 , a 
stage number 731, movable block location setup 732 which stores the information on the class, 
the number of arrangement, the arrangement location, etc. of the movable block used on the 
stage concerned, special block location setup 733 which stores the information on the class, the 
number of arrangement, the arrangement location, etc. of the obstructive block 914 used on the 
stage concerned or a fixed block 916, and the screen- setting information 734 which store 
information, such as graphical data required for drawing of a stage and a layout, store. 
[0099] The block setting information 74 stores information required for a setup and drawing of 
block 910. For example, as shown in drawing 7 , the display gestalt information 741 that a setup 
of display gestalten, such as a color, a form, magnitude, etc. of an object, is stored, the property 
information 742 which sets up properties, such as propriety of migration in the gravity direction 
and propriety of elimination, and block image information 743 grade required for drawing are 
stored. 

[0100] During a game play, the play data 75 are data rewritten suitably, and store the 
information which shows a play condition. For example, as shown in drawing 8 , the stage 
number 751, score 752, the arrangement map information 753, the elimi nation schedule map 
information 754, and the supplement block information 755 are included. 
[0101] The arrangement map information 753 divides GAME STAGE 900 into two or more 
positions, and stores the arrangement condition of the block 910 in this position. As shown in 
drawing 9 (a), GAME STAGE 900 is divided into the position of eye 7x7 (a total of 49 places), and 
discernment management of each position is more specifically carried out with XY coordinate 
value. As shown in drawing 9 (b), the block class information 753-1 arranged there is stored in 
each position. The block class information 753"1 is matched with said block setting information 
74. In addition, "0" is stored in the block class information 753-1 on the position which is not 
arranged at all. 

[0102] The information on a position that the block judged as the ehmination schedule map 
information 754 fulfilling predetermined conditions by said arrangement judging section 223 is 
arranged is stored. The DS is realized like the arrangement map information 753. 
[0103] The coordinate value of the position arranged at the time of the supplement of the block 
910 with which the supplement block information 755 is supplied to a degree, the class of block, 
etc. are stored. With this operation gestalt, the coordinate value (refer to drawing 9 (X7, Yl)) of a 
position is made into the default. 
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[0104] The gravity direction 77 stores the information on the gravity direction set as current 
GAME STAGE 900. For example, as shown in drawing 10 , it divides into the X-axis (screen 
longitudinal direction) gravity component 771 and the Y-axis (screen vertical direction) gravity 
component 772, and memorizes. It is shown that gravity is set up rightward when X axle load 
force component 771 is "1", and gravity is set up leftward when it is Similarly, it is shown 
that, as for above and the case of "-1", gravity is set up for Y axle load force component 772 
downward in the case of "1." In addition, in the case of "0", it is shown that the axle load force 
component concerned is not set up. 

[0105] The gravity setting information 76 stores the selection initiation coordinate 761 in the 
case of block 910 or position selection, the selection direction 762, the migration direction 763 of 
the block 910 in the gravity established state concerned, etc. for every direction of gravity like 
drawing- 11 (a). 

[0106] For example, when gravity is set up upward (it corresponds to the setup B of drawing 11 ), 
as shown in drawing 11 (bX selection of a position is started from a coordinate value (X7, Y7), and 
the position on this X coordinate is first chosen as Y-axis descending order (namely, direction 
where a Y coordinate value becomes small). This is carried out in descending order for every 
X-axis. When the block 910 movable into the selected position is arranged, only "1" position is 
moved tofi Y-axis plus direction. 

[0107] The arrangement condition information 78 stores information for the arrangement 
judging section 223 to judge. For example, as shown in drawing 12 , the reference position 
coordinate information 781 and a decision value 782 are stored. For example, in the case of the 
arrangement pattern 1 as shown in this drawing (b), the class of block 910 arranged into the 
position 783 made into the current object and the position of a said X axial seat label is referred 
to. And it is judged with the block 910 arranged into the position made into the current object 
and the position contiguous to this position fulfilling predetermined arrangement conditions, 
when it is beyond the value with which the number with which the block 910 of the same kind is 
continuously located in a line was stored in the decision value 782. The arrangement judging 
section 223 judges all patterns. In addition, a pattern may be set up suitably. 
[0108] With reference to [explanation of a flow] next drawing 13 - drawing 16 ., it explains that 
the processing in this operation gestalt flows. 

[0109] Drawing 13 is a flow chart for explaining the flow of the Maine flow. If a game is 
performed, the game operation part 22 will reset the play data 75 first (step S102). "1" is set for 
the stage number 751 and, specifically, "0" is set as "0", the arrangement map information 753, 
the elimination schedule map information 754, and the supplement block iriformation 755 for 
score 752. Subsequently, the game operation part 22 initializes by setting the gravity direction 
77 as "0" (step S104). 

[0110] If initialization is carried out, a game screen will be drawn next. The game operation part 
22 reads the stage setting information 73 with reference to the play data 75 (step S106). Based 
on the stage setting information 73, block 910 is set as the arrangement map information 753 
(step S108). And the image generation section 24 displays a game screen on a display 30 (step 
SllO). 

[0111] A game will be started if a game screen is displayed. The game operation part 22 chooses 
at random the object newly filled up first, and updates the supplement block information 755, 
and the image generation section 24 displays a supplement block on the supplement block 
display 926 (step S 112). A player can see this display and can carry out assembly of puzzle 
capture. 

[0112] Subsequently, the game operation part 22 resets a supplement timer, and the image 
generation section 24 makes the supplement timer display 920 an initial state (step S114). 
[0113] When there is no actuation input from the actuation input section 10 here (NO of step 
S116), the game operation part 22 adds a supplement timer, and the image generation section 24 
advances a timer display (step S118). 

[0114] As a result of the addition to a supplement timer, when a supplement timer reached and 
passes the deadline of to a predetermined value, (YES of step Si 20) and the game operation part 
22 search an empty position with reference to the arrangement map iriformation 753 in the order 
close to the default arrangement position coordinate of the supplement block information 755 
(step S122). 

[0115] When there is an empty position, the block class of supplement block information 755 is 
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stored in (YES of step S124), and the position . concerned of the arrangement map information 
753 (step S126). And it returns to step S112. On the other hand, when there is no empty position, 
it becomes (NO of step S124), and game over (step S128). Therefore, GAME STAGE 900 will 
newly be supplemented with block 910 for every predetermined time. 

[0116] In step S116, when a control input signal is inputted from the actuation input section 10 
(YES of step S116), the gravity setting section 221 performs gravity setting processing first (step 
S130). 

[0117] [Explanation of i-gravity setting processing] drawing 14 is a flow chart for explaining the 
flow of gravity setting processing. As shown in this drawing, when the right of the direction 
input key 1504 is inputted (YES of step S202), the gravity setting section 221 sets Y axle load 
force component 772 to "0" (step S204), and sets X axle load force component 771 to "1" (step 
S206). Similarly, when the left is inputted (YES of step S208), Y axle load force component 772 is 
set to "0" (step S210), and X axle load force component 771 is set to B -l" (step S212). 
[0118] When above is inputted (YES of step S214), X axle load force component 771 is set to "0" 
(step S216), and Y axle load force component 772 is set to "1" (step S218). Similarly, when down 
is inputted (YES of step S220), X axle load force component 771 is set to "0" (step S222), and Y 
axle load force component 772 is set to "-1" (step S224). Therefore, gravity will be set only to 
either among four directions. If a setup of gravity is carried out, it will return to the*Maine flow 
of drawing 13 

[0119] In the Maine flow of drawing 13 , since block 910 does not move when a gravity setup is 
"0" (YES of step S132), it moves to step S118. 

[0120] When a gravity setup is not "0" (i.e., when gravity is set as which direction), (NO of step 
S132) and the block move section 222 perform object migration processing (step S134). 
[0121] [Explanation of ii-object migration processing] drawing 15 is a flow chart for explaining 
the flow of object migration processing. As shown in this drawing, the block move section 222 
forms the number counter of modification which counts the total of the moved block 910 first, 
and sets it to "0" (step S3 02). • - 

[0122] Next, the block move section 222 acquires the selection initiation coordinate 761 of the 
position of the gravity setting information 76 to the arrangement map information 753, the 
selection direction 762 of the next position, the migration direction 763 of block 910, and the 
information on ** based on the value of the gravity direction 77 (step S304). The block move 
section 222 chooses one position made applicable [ of an arrangement map ] to migration, and 
refer to the arrangement condition of the block 910 in this position for it with reference to the 
arrangement map information 753 (step S306). 

[0123] When the blocks 910 (for example, a typical block 912, the special block 918, etc.) which 
have a movable property into this position are arranged (YES of step S308), with reference, to the 
arrangement map information 753 on the position which adjoins in the migration direction, it 
checks that it is empty (step S3 10). 

[0124] If an adjoining position is empty (YES of step S3 10), the block move section 222 will make 
the position of this empty indicate by migration the block 910 arranged into the position made 
into a processing object at the image generation section 24 (step S3 12), and will update that for 
the arrangement map information 753 (step S314). And "1" addition is carried out at the number 
counter of modification (step S3 16). 

[0125] When the movable block 910 is not arranged into the position for migration (NO of step 
S308), or when there is no empty in the position into which the migration direction adjoins, let 
the next position be a position for migration according to (NO of step S310), and the order of 
selection. 

[0126] The block move section 222 performs processing from step S306 to step S3 16 about all the 
positions of an arrangement map (NO of step S3 18). By this, one position of blocks 910 movable 
in the direction of gravity will move at a time in the gravity direction. 

[0127] After migration of block 910 is carried out by all positions (YES of step S318), as for the 
block move section 222, the number counter of modification judges whether it is "0" (step S320). 
Here, when it is modification number counter =0, it judges that it is in (YES of step S320) and 
the condition which the movable block 910 has been moved in the gravity direction, and does not 
have the above migration, i.e., a definite condition, and the gravity direction 77 is set to "0" (step 
S320), and it returns to the Maine flow of drawing 13 . 

[0128] It returns to drawing 13 , and when the gravity direction 77 is not "0", it progresses to 
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(NO of step S136), and step S118. When the gravity direction 77 is "0" (YES of step S 136), the 
arrangement judging section 223 performs arrangement judging processing, and detects the 
position which fulfills predetermined arrangement conditions (step S138). 
[0129] [Explanation of iii-arrangement judging processing] drawing 16 is a flow chart for 
explaining the flow of arrangement judging processing. As shown in this drawing, the 
arrangement judging section 223 first acquires the selection initiation coordinate 761 of the 
position of the gravity setting information 76 to the arrangement map information 753, the 
selection direction 762 of the next position, and the information on ** based on the value of the 
gravity direction 77 (step S402). And one position for a judgment is chosen and carried out from 
an arrangement map (step S404). 

[0130] Next, refer to the arrangement map information 753 on the reference position coordinate 
781 over the position for a judgment for the arrangement judging section 223 according to a 
setup of the arrangement condition information 78 (step S406). If it is continuously arranged 
beyond the value to which the position for a judgment and the block 910 of the same kind 
correspond to a decision value 782 as a result of reference, the position for a judgment concerned, 
and the position for a judgment and the reference position where the block 910 of the same kind 
is arranged will be registered into the ehmination schedule map information 754 (step S408). 
[0131] The arrangement judging section 223 performs processing from step S404 to step S408 
about all the positions of an arrangement map (NO of step S410). It means that the information 
on the arrangement location of the eliminable block 910 had been stored in the elimination 
schedule map information 754 by this. If the judgment of arrangement is completed, it will 
return to the Maine flow of drawing 13 . 

[0132] Elimination processing (part of the broken line C in drawing) is continuously returned 
and performed to drawing 13 by the ehmination section 224. That is, the ehmination section 224 
deletes the block 910 which fulfills arrangement conditions with reference to the elimination 
schedule map information 754 from the arrangement map information 753, and makes it the 
state of the sky (step S142). Subsequently, this block 910 is deleted from a game screen (step 
S144). It is desirable when production on which the block concerned seems to be extinguished is 
carried out suitably, while displaying the score acquired at the time of deletion like in this case, 
for example, drawing 2 . 

[0133] If block 910 is eliminated, the termination judging section 225 will perform termination 
judging processing (part of the broken line D in drawing). That is, the termination judging 
section 225 judges whether the special block 918 was eliminated with reference to the 
arrangement map information 753 (step S146). 

[0134] When the special block 918 is eliminated, it judges with (YES of step S146) and the stage 
concerned having been cleared (step S150), and "1" addition of the stage number 751 of the play 
data 75 is carried out (step S152), and it progresses to step S104. 

[0135] When the special block 918 is not eliminated, (NO of step S146) and score count are 
carried out, and the score 752 of the play data 75 is updated (step S148), and it progresses to step 
S118. 

[0136] As mentioned above, by processing of steps S130-S152, block 910 can be nioved in the 
actuation input direction, and the block located in a line three or more can be ehminated. 
Moreover, if the special block 918 is eliminated, it can go to next GAME STAGE. 
[0137] [The configuration of hardware], next the configuration of the hardware which can realize 
this operation gestalt are explained. Drawing 17 is drawing showing an example of the hardware 
configuration of this operation gestalt. With the equipment shown in this drawing, CPU1000, 
ROM1002, EAM1004, the information storage medium 1006, the sound generation IC 1008, the 
image generation IC 1010, and I/O Ports 1012 and 1014 are mutually connected by the system 
bus 1016 possible [ I/O of data ]. 

[0138] A loudspeaker 1020 is connected to the sound generation IC 1008, a display 1018 is 
connected to the image generation IC 1010, a control apparatus 1022 is connected to I/O Port 
1012, and the communication device 1024 is connected to I/O Port 1014. 

[0139] A control apparatus 1022 corresponds to the actuation input section 10 in drawing 5 , is 
equivalent to the direction input key 1504 of a control panel or drawing 1 , and carbon button 
1505 grade, and is for a player to input various actuation into the body of equipment according to 
advance of a game. 

[0140] CPU1000 corresponds to the processing section 20 in drawing 5 , and performs control of 
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the whole equipment and various kinds of data processing according to the program stored in the 
information storage 1006, the system program stored in ROM1002, the control input signal 
inputted by the control apparatus 1022. 

[0141] RAM1004 is a storage means used as a working area of this CPU1000 etc., and the result 
of an operation of the given information memorized in the information storage medium 1006 or 
ROM1002 or CPU1000 is stored. 

[0142] The information storage 1006 will correspond to the storage section 70 in drawing 5 , 
information set up beforehand, such as a program, image data, and sound data, the play data 
which memorize the advance situation of a game will mainly be stored, and the game 
information 72 in drawing 5 will also be stored. With portable game equipment 1500, for 
example as an information storage medium which stores a game program, the game cassette 
1520 etc. is used and the game cassette 1520, RAM1002, etc. are used as an information storage 
medium which stores play data, for example. 

[0143] Furthermore, the sound generation IC 1008 and the image generation IG 1010 are formed 
in this kind of equipment, and a game sound and the suitable output of a game image can be 
performed now to it. The sound generation IC 1008 is an integrated circuit which generates 
game sounds, such as a sound effect and BGM, based on the information memorized by the 
information storage medium 1006 and ROM 1002, and the generated sound is outputted by the 
loudspeaker 1020. 

[0144] Moreover, the image generation IC 1010 is an integrated circuit which generates the pixel 
information for outputting an image to a display 1018 based on the image information outputted 
from RAM1004, ROM1002, and information storage medium 1006 grade. In addition, a display 
1018 corresponds to the display 30 in drawing 5 -, and is realized by CRT, LCD, PDP, ELD, etc. 
[0145] Moreover, various kinds of information used inside game equipment is exchanged with 
the exterior, and it connects with other game equipments, and a communication device 1024 
transmits and receives the given information according to a game program, or is used for 
transmitting and receiving information, such as a game program, etc. through a communication 
line 60. 

[0146] In addition, a communication line means the channel in which data transfer is possible. 
That is, a communication line is the semantics containing communication networks, such as an 
others and telephone communication network and a cable network, and the Internet, and is 
semantics which does not ask a cable/wireless about a correspondence procedure. [ LAN / by a 
dedicated line (exclusive cable), Ethernet (R), etc. for direct continuation ] 
[0147] Moreover, processing explained by drawing 13 - drawing 16 is realized by the program 
which performs the processing concerned, the information storage 1006 which stored this 
program, and CPU1000, the image generation IC 1010 and the sound generation IC1008 grade 
which operate according to this program. In addition, processing performed in the image 
generation IC 1010 and sound generation IC1008 grade may be performed by software by 
CPU1000 or general-purpose DSP. 

[0148] [2nd operation gestalt] Next, the 2nd operation gestalt of this invention is explained with 
reference to drawing 18 - drawing 22 . the 2nd operation gestalt this invention - a portable 
telephone " applying — the inside of a game - migration -- the case where an operational 
character is made to appear is explained. In addition, the same configuration can realize this 
operation gestalt as fundamentally as the 1st operation gestalt, the same sign is given to the 
same component, and the explanation is omitted. 

[0149] [explanation of a configuration] ~ the configuration in this operation gestalt is explained 
first. Drawing 18 is drawing showing an example at the time of applying this invention to a 
portable telephone. As shown in this drawing, a portable telephone 1600 is equipped with a 
control unit 1501, a display 1502, the direction input key 1504, a carbon button 1505, a 
communications apparatus 1607, and the data terminal 1608. 

[0150] A portable telephone 1600 is connected to a cellular-phone network through a 
communications apparatus 1607, and it can use as a telephone, and also by connecting with a 
communication line 60 and connecting with the external server 64, a program and transmission 
and reception of data are possible, and a given game etc. can be performed based on the 
programs (for example, Java (R) applet etc.) and data which were received from the server 64. 
[0151] With this operation gestalt, game information required in order to perform games, such as 
a game program and initialization data, is stored in the IC memory which acquires from a server 
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64, for example, is built in a control unit 1501 through a communication line 60. Or the game 
cassette 1520 is connected at the data terminal 1608 which can transmit and receive an external 
device and data, and it considers as the configuration which acquires game information. 
[0152] A portable telephone 1600 performs game processing based on game information, and the 
direction input key 1504 and the control input signal from a carbon button 1505, and displays a 
game screen on a display 1502. 

[0153] Looking at the game screen projected on the display 1502, a player operates the direction 
input key 1504 and inputs the gravity direction of GAME STAGE. Moreover, from a carbon 
button 1505, as shown, for example in drawing 18 (b), the direction of four directions is inputted, 
migration actuation of a character is carried out, and a game is enjoyed. 

[0154] [Explanation of contents of game] drawing 19 is drawing showing an example of the game 
screen in this operation gestalt. it is shown in drawing 19 (a) — as — this operation gestalt — the 
GAME STAGE 900 top - everything but block 910 - migration - the operational character 940 is 
displayed. A character 940 can drift and can move a block 910 top to the position of the 
arbitration on an arrangement map. 

[0155] A character 940 can specify the arrangement location of the block 910 with which a list is 
supplemented newly as selection of the block 910 which makes a position move and ehminate. 
[0156] With this operation gestalt, although it is fundamentally [ as the 1st operation gestalt ] 
the same, it differs in that a player can operate ehmination and a supplement of block 910 to 
some extent by operating a character 940. 

[0157] More specifically, deadline of a supplement timer arranges and fills up the block 911 new 
into the empty position near the position in which the present character 940 is present, for 
example, as shown in drawing 19 (b). Moreover, as shown in drawing 19 (c), three or more are 
located in a line, and the eliminable block 910 is expressed as different gestalten (for example, an 
addition of a different color and the predetermined marker 913, a different configuration, 
different movement, etc.) from usual, and tells a player about the existence, if a player moves a 
character 940 and carries out the depression of the "•*" key 1505a- (refer to drawing 18 ), a 
character 940 will ehminate three blocks 910 concerned for a needle very — things can be carried 
out. 

[0158] Under the present circumstances, according to the number which disappears at once, the 
block 910 erased involves in the surrounding block 910, and is eliminated. For example, as 
shown in drawing 20 (a) in the case of 3 lists, only three blocks 910 concerned are eliminated 
(indicated by elimination with mark). As shown in drawing 20 (b) in the case of 4 lists, other two 
objects are eliminated at random from the perimeter of four blocks 910 concerned (broken-line 
display). If five are located in a line, as shown in drawing 20 (c), other four objects will be 
eliminated (broken-fine display). 

[0159] That is, if much block 910 is eliminated at once, the merit which can eliminate other 
objects to coincidence so much, and can clear a stage early, the demerit which will ehminate the 
special block 918 like drawing 20 (c) if cautions are neglected in the arrangement condition 
around the block 910 to ehminate, and ** will exist. 

[0160] Therefore, a player can play various play styles in the existing game which is more 
complicated, captures and responds. In addition, it is good also as a configuration shown by the 
marker surrounding the position chosen in the character 940, for example, reversal of the 
display gestalt of a position chosen. 

[0161] [Explanation of functional block] drawing 21 is the block diagram showing an example of 
the functional configuration in this operation gestalt. As shown in this drawing, especially as 
functional block which constitutes this operation gestalt, there are the tab -control-specification 
section 226, the tab -control- specification program 726, the character positional information 756, 
the character setting information 79, and **. 

[0162] The tab -control- specification section 226 computes the migration direction of a character 
according to the correspondence relation shown in drawing 18 (b), corresponding to the input of a 
carbon button 1505, and searches for a position coordinate. The tab -control- specification 
program 726 operates the tab-control-specification section 226 as the game operation part 22. 
[0163] The character positional information 756 stores parameters, such as positional 
information of a character 940, and passing speed. Various data, such as graphical data required 
for a display on the game screen of a character 940, are stored in the character setting 
information 79. 
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[0164] With reference to [explanation of a flow], next drawing 22 , it explains that the processing 
in this operation gestalt flows. Fundamentally, since it is the same flow as the 1st operation 
gestalt, a characteristic part shall be explained. 

[0165] Drawing 22 is a flow chart for explaining the flow of the Maine flow in this operation 
gestalt. The game operation part 22 sets block 910 as the arrangement map information 753 
based on the stage setting information 73 (step S108). Subsequently, with reference to the 
arrangement map information 753, a position with empty is chosen at random, a character 940 is 
arranged (step S502), and a display 30 is made to display a game screen on the image generation 
section 24 (step SllO). A character 940 is made to appear on GAME STAGE 900 by this. 
[0166] If the actuation input of a character 940 is carried out (YES of step S504), the 
tab-control-specification section 226 will update the character positional information 756 
according to the inputted direction (step S506). Supplement of the new block 910 and ehmination 
processing are performed based on this character positional information 756. 
[0167] When newly filling up block 910 (YES of step S120), the game operation part 22 searches 
an empty position with reference to the arrangement map information 753 in the sequence close 
to the position stored in the character positional information 756 (step S522). 
[0168] Therefore, looking at the supplement timer display 920, supplementary timing can be 
measured and a player can develop a game advantageously by moving a character 940 to the 
location for which it asks. On the other hand, if timing and actuation are mistaken, for a certain 
reason, making it disadvantageous expansion can also enjoy game expansion [ high-risk 
high-return player ] . 

[0169] The block 910 of the position registered into the ehmination schedule map information 
754 like the 1st operation gestalt is not eliminated automatically, but ehmination of block 910 is 
performed by directions of a player. 

[0170] That is, the game operation part 22 displays the block 910 of the position registered into 
the ehmination schedule map information 754 with a different gestalt (step S507). A player looks 
at that the gestalt is changing, moves a character 940 on the eliminable block 910, and inputs 
ehmination timing by predetermined actuation (step S508). 

[0171] When ehmination timing is inputted (YES of step S508), refer to the ehmination schedule 
map information 754 for the ehmination section 224 about the position shown in the character 
positional information 756 (step S512). And if the block 910 eliminable into this position was 
registered (YES of step S512), the block 910 of the same kind which adjoins for the elimination 
schedule map information 754 will be deleted from the arrangement map information 753 (step 
S514), and the image generation section 24 will be made to eliminate from a game screen (step 
S516). 

[0172] On the other hand, when the block 910 ehminable into this position is not registered, (NO 
of step S512) and ehmination processing progress to step S118, without performing. 
[0173] By this, a player chooses the ehminable block 910 as arbitration, and can choose the 
timing to ehminate. It follows, for example, the ehminable block 910 is saved up, and GAME 
STAGE is cleared at a stretch, or the frequency arranged involves in and eliminates the low 
block 910, and the pleasure which captures a game in various styles, such as making expansion 
advantageous, increases. 

[0174] In addition, the role of a character 940 may be made into either among selection of 
elimination, and selection of a supplement location. Moreover, gravity actuation is performed at 
random by data processing, and, as for a player, it is needless to say that it is good also as a 
configuration which operates only a character 940. 

[0175] Moreover, although a block 910 top shall be drifted in a character 940, it is good also as a 
configuration arranged at the same plane as block 910. In this case, since the migration degree of 
freedom of a character 940 is restricted by block, the difficulty of a game can be increased more. 
[0176] Moreover, it is good also as a setup which all or a part of arranged blocks 910 move along 
with migration of a character 940. When a character 940 moves, the block move section 222 
chooses the block 910 close to a character 940 from the arrangement map information 753 at 
random based on the character positional information 756, and makes it specifically move in the 
migration direction of a character 940 apart from migration by gravity. Therefore, by carrying 
out skillful ****** of the character 940, only by gravity setup, modification of difficult fine 
arrangement is also attained, it also becomes causing arrangement unnecessary on the contrary, 
and a game can be played a variegated thing more. 
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[0177] Moreover, it is good though the direction of gravity is made to set up with a character 940. 
GAME STAGE 900 is divided into four along with the diagonal line, and, specifically, four 
triangle fields which make a base the stage rim of four- directions each direction are set up. 
[0178] A player moves a character 940 in the direction to make it set gravity, and inputs 
actuation (for example, the depression of the predetermined carbon button 1505 is carried out) of 
deciding . the gravity direction. If definite actuation is inputted, the gravity judging section 221 
judges whether the character positional information 756 is located in which field by the game 
operation part 22, when a character 940 is located in the field of said triangle field top, gravity is 
set up upward, and when located in a right-hand side field, gravity will be set up rightward. this 
- as - a child - a seesaw top - walking - the inclination - adjusting — playing - making - a 
game " also enjoying oneself - ****** comes be made. [0179] [3rd operation gestalt] Next, the 
3rd operation gestalt of this invention is explained with reference to drawing 23 - drawing 29 . 
The 3rd operation gestalt explains the case where you make it pitched against each other 
between players using portable game equipment to an example. In addition, this operation 
gestalt gives the same sign to the same component as the 1st and 2nd operation gestalten, and 
the explanation is omitted. 

[0180] [explanation of a configuration] the configuration in this operation gestalt is explained 
first. Drawing 23 is drawing showing an example of the configuration in this operation gestalt. 
As shown in this drawing, two or more portable game equipments 1500 of each other are 
connected possible [ data transmission and reception ] through a communication line 60, the 
same game is performed, and it competes for which clears a stage early. 

[0181] [Explanation of contents of game] drawing 24 is drawing showing an example of the game 
screen in this operation gestalt. Although the fundamental point is the same as the 1st operation 
gestalt, the place by which it is characterized [ of this operation gestalt ] is in the point that the 
operation block which can exert a specific operation on a partner is set up, when it ehminates. 
[0182] For example, if three or more operation block 917a (henceforth "a reversal block") of 
drawing 24 (a) is put in order and eliminated, while doing a reversal operation in a waging- war 
partner's gravity direction, an own reversal condition can be returned to normal. A reversal 
operation is that the direction and the setting direction of gravity which the player inputted 
differ from each other, and are set up from the direction input key 1504 as shown in drawing 24 

(b) , vertical relation or right-and-left relation is reversed, or a vertical input is regarded by the 
right-and-left input. Therefore, it is necessary to carry out actuation contrary to old actuation 
feeling, and a waging-war partner can be confused. 

[0183] Moreover, if three or more operation block 917b (henceforth "a color strange block") of 
drawing 24 (a) is put in order and ehminated, for example, as shown, for example in drawing 24 

(c) , the operation which changes the class of block 910 whose waging-war partner has been 
stationed can be done. Therefore, it can interfere with the condition of the waging-war partner 
having tried hard until now, and having rearranged. 

[0184] Moreover, if three or more operation block 917c (henceforth "an immobilization block") of 
drawing 25 (a) is put in order and eliminated, for example, as shown, for example in drawing 25 
(b), the operation which moves and carries out the block 910 whose waging-war partner has been 
stationed can be done. It immobilizes block 910' and it is impossible to satisfy arrangement 
conditions in this drawing. Therefore, it can interfere by driving a waging-war partner into an 
unexpected situation. 

[0185] Moreover, if 3 operation block 917d or more (henceforth "a rotation block") of drawing 26 
(a) is put in order and eliminated, for example, as shown, for example in drawing 26 (b), the 
gravity direction can do the operation to which relocation of block 910 is carried out as it is to 
GAME STAGE 900, a waging-war partner, with the display which 90 degrees of GAME STAGE 
900 rotate to the circumference of the core O. In drawing 26 (b), it tells that switched to the 
animation 930 turning around GAME STAGE 900, and rotation took place to the player. And the 
condition of having been rearranged after completing an animation 930 is displayed. 
[0186] As other operations, you may set up suitably carrying out by giving the same all 
indication of the block 910 on early/game screen made late, seeing the movement toward block 
910, and being unable to identify the upper class etc., for example. 

[0187] [Explanation of functional block] drawing 27 is the block diagram showing an example of 
the functional configuration in this operation gestalt. As shown in this drawing, the change-over 
matrix 773, the rotational motion drawing information 80, and an immobilization flag 
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(illustration abbreviation) and ** are contained especially in functional block of this operation 
gestalt. 

[0188] The change-over matrix 773 is a transformation matrix to which the game operation part 
22 is applied in referring to the gravity direction 77. For example, the gravity direction inputted 
from the actuation input section 10 and the gravity direction in a game can be changed by [, such 
as changing the sign of positive/negative, using a unit matrix as a default for the change-over 
matrix 773, ] changing a matrix suitably. 

[0189] The rotational motion drawing information 80 is data of short animation inserted at the 
time of the rotation operation of GAME STAGE 900 shown by drawing 26 . 
[0190] the block 910 which an immobilization flag is contained in the arrangement map 
information 753, and is arranged into the position concerned when it is "1" - a class - how is not 
started but immobilization treatment is carried out. Specifically, the arrangement judging 
section 223 immobilizes because an immobilization flag skips processing of the position of "1." 
[0191] With reference to [explanation of a flow], next drawing 28 , it explains that the processing 
in this operation gestalt flows. Fundamentally, since it is the same flow as the 1st operation 
gestalt, a characteristic part shall be explained. 

[0192] Drawing 28 is a flow chart for explaining the flow of the object migration processing in 
this operation gestalt, and is processing added to the flow of drawing 13 for implementation of 
this operation gestalt. 

[0193] The game operation part 22 makes the communications control section 26 transmit a 
gravity reversal signal to a waging-war partner's portable game equipment 1500 after score 
count (step S148) with this .operation gestalt, when a reversal block is eliminated (YES of step 
S602) (step S604). 

[0194] When a color strange block is ehminated (YES of step S606), the communications control 
section 26 is made similarly to transmit a color strange signal to a waging-war partner's portable 
game equipment 1500 (step S608). When an immobilization block is ehminated (YES of step 
S610), the communications control section 26 is made to transmit an immobilization signal to a 
waging-war partner's portable game equipment 1500 (step S612.). When a rotation block is 
eliminated (YES of step S614), the communications control section 26 is made to transmit, a 
rotation signal to a waging-war partner's portable game equipment 1500 (step S614). . 
[0195] Corresponding to this, when a gravity reversal signal is received, (YES of step S618) and 
the game operation part 22 change the change-over matrix 773, and reverse gravity (step S620). 
The change-over direction may prepare the class of 90-degree reversal and 180 degree reversal 
in a reversal block, and may double it with it, and a rectangular cross and reversal may be 
chosen at random. 

[0196] When a color strange signal is received, (YES of step S622) and the game operation part 
22 change the class of block 910 arranged at random with reference to the arrangement map 
information 753 (step S624). The number of the blocks 910 to change may be set up suitably 
[0197] When an immobilization signal is received, with reference to the arrangement map 
information 753, (YES of step S626) and the game operation part 22 set the immobilization flag 
of the block 910 arranged at random, namely, set it to "1" (step S628). The number of the blocks 
910 to change may be set up suitably. 

[0198] When a rotation signal is received, (YES of step S630) and the game operation part 22 
read the rotational motion drawing information 80, and display rotational motion drawing on 
the image generation section 24 (step S632). Next, the game operation part 22 carries out 
rotation data processing, and updates the arrangement map information 753 (step S634). As 
rotation data processing, you may be the processing which changes 90-degree arrangement 
location simply, may be the processing which simulates arrangement of block 910 in simple and 
asks for it like a landslide, and may set up suitably. 

[0199] If the arrangement map information 753 is updated, the game operation part 22 will carry 
out a screen display of the rearranged block 910 (step S636). A flow follows step S118 below. 
[0200] [4th operation gestalt] Next, the 4th operation gestalt of this invention is explained with 
reference to drawing 29 - drawing 33 . The 4th operation gestalt explains the case where you 
make it pitched against each other between players by the same configuration as the 3rd 
operation gestalt using portable game equipment to an example, in addition, this operation 
gestalt the 1- the same sign is given to the same component as the 3rd operation gestalt, and 
the explanation is omitted. 
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[0201] The set point of weight is prepared in block 910 for every class, and the 1st description of 
[explanation of contents of game] book operation gestalt is in the point that the set point of a 
withstand load is further prepared in the obstructive block 914. And the load of the object of the 
upstream is cumulatively applied to the block 910 located in the lower stream of a river of the 
gravity direction, and it is eliminated even if arrangement conditions will not be satisfied, if the 
set point of a withstand load is exceeded. 

[0202] For example, drawing 29 is drawing showing an example of a game screen, and shows the 
condition that the block 910 which displayed the weight set point, and the obstructive blocks 
914a and 914b set as the withstand-load set point "60" are arranged. The gravity direction 77 
shall be set up downward. 

[0203] Total of the weight of the movable block 910 located in a line with Y shaft orientations 
(facing up) starts the obstructive blocks 914a and 914b. Since there is only a load with which the 
withstand-load set point "60" is not filled, it is not eliminated from a rack by obstructive block 
914b. On the other hand, since the load exceeding the withstand-load set point is applied, 
obstructive block 914a is eliminated. That is, a player becomes possible [ eliminating the 
obstructive block 914 which originally does not disappear and recommending a game 
advantageously ] by making skillful ******. Therefore, a player can enjoy the game which was 
more rich in puzzle nature and strategy nature. 

[0204] The 2nd description of this operation gestalt is that it moves with the speed from which 
block 910 differs. With this operation gestalt, movement magnitude is determined based on the 
weight set point of block 910. For example, in the case of drawing 29 , even weight of 5kg - 15kg 
is considered as a setup which moves one position by one object migration processing after 
migration of two positions and 20kg. Therefore, a slide wire is in block 910, signs that it does not 
move uniformly can be made, and. complexity can be added more to a game play. In addition, 
though the difference in the speed of migration establishes. a difference not by migration length 
but by each timer processing until it begins migration, it is good. 

[0205] [Explanation of functional block] drawing 30 is the block diagram showing an example of 
the functional configuration in this operation gestalt. As shown in this drawing, the weight set 
point 744, the withstand-load set point 745, and ** are contained in the block setting information 
74 especially at functional block of this operation gestalt. 

[0206] The weight set point 744 and the withstand-load set point 745 are suitably set up for 
every class of block 910. With this operation gestalt, since he wants to enable ehmination of the 
obstructive block 914 according to a load, in the other class, the set point exceeding the 
maximum load assumed is stored. For example, when the maximum set point which may be set 
as the weight set point 744 sets to "30", the value (for example, 200) which exceeds 6x30=180 is 
set up, and it is made not to disappear as a matter of fact. 

[0207] With reference to [explanation of a flow] next drawing 31 - drawing 33 , it explains that 
the processing in this operation gestalt flows. Fundamentally, since it is the same flow as the 1st 
operation gestalt, a characteristic part shall be explained. 

[0208] Drawing 31 is a flow chart for explaining the flow of the block move processing in this 
operation gestalt. the gestalt of this operation - block 910 -- migration length is determined 
according to each weight set point. That is, according to the weight set point, a migration 
indication of the corresponding block 910 is given (step S702). 

[0209] Drawing 32 is for explaining the flow of the ehmination processing in this operation 
gestalt. With this operation gestalt, ehmination is performed according to the load to block 910 
apart from arrangement conditions about the obstructive block 914. Refer to the selection 
initiation coordinate of an arrangement map, and the selection direction of a position for the 
elimination section 224 from the gravity setting information 76 first based on the gravity 
direction 77 (step S802). And the elimination section 224 chooses one position and refer to the 
information on arrangement of a block for it from the arrangement map information 753 (step 
S804). 

[0210] When the selected position has the obstructive block 914 (YES of step S806), the 
elimination section 224 searches the position where the . up stream of the gravity direction 77 is 
followed and the movable block 910 is arranged from the position concerned from the 
arrangement map information 753, and it asks for total of the weight set point of the 
corresponding block 910 (step S808). 

[0211] Next, the ehmination section 224 compares the withstand-load set point of the obstructive 
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block 914 of the position chosen at step S804 with the total called for at step S808. When said 
total exceeds the withstand-load set point (YES of step S810), the elimination section 224 
registers the position concerned into the ehmination schedule map information 754 (step S812). 
[0212] When the obstructive block 914 is not included into the position chosen at step S804 (NO 
of step S806), or when total does not exceed the withstand-load set point (NO of step S810), it is 
not set as the object of elimination. 

[0213] The ehmination section 224 processes step S806 to the step S812 about all positions (NO 
of step S8 14). 

[0214] If the processing according to the load of the obstructive block 914 is finished, the 
ehmination section 224 will delete the block 910 of the position used as the candidate for 
elimination from an arrangement map with reference to the elimination schedule map 
information 754 (step S142), and will be made to delete it from a game screen (step S144). 
[0215] The Maine flow shown in drawing 33 is carried out based on the block move processing 
shown in drawing 31 , and the elimination processing shown in drawing 32 . Drawing 33 is a flow 
chart for explaining the flow of the Maine flow in this operation gestalt. The game operation part 
22 counts the number of the blocks 910 eliminated after ehmination processing (ehmination 
block count), and makes the communications control section 26 transmit the ehmination block 
count to a waging-war partner's portable game equipment 1500 with this operation gestalt (step 
S902). 

[0216] When the elimination block count is received (YES of step S904), the game operation part 
22 chooses an empty position at random with reference to the arrangement map information 753 
(step S906), arid arranges the obstructive block 914 (step S908). It can interfere with a 
waging* war partner by this. In addition, the relation between the ehmination block count and 
the number of arrangement of the obstructive block 9 14 may be set up suitably. 
[0217] In addition, when setting up a migration mode for every class of block, the information 
about a migration mode is suitably added to the block setting information 74, and it is made to 
display on it in each migration mode in step S702 like weight. As a migration mode, it is drawing 
a curve and the crooked locus and moving etc., for example. 

[0218] as mentioned above, the 1- of this invention ~ although the 4th operation gestalt was 
explained to the detail, unless application of this invention is not limited to these and deviates 
from the meaning of invention, you may change suitably. 

[0219] For example, the electric shielding field which regulates migration of block 910 may be set 
up and displayed in GAME STAGE 900. Drawing 34 (a) is an example of the electric shielding 
field El equivalent to the wall set as the boundary line of the position of GAME STAGE 900, and 
can regulate migration of the screen vertical direction. Moreover, drawing 34 (b) is an example of 
the electric shielding field E2 which is equivalent to the tunnel of a wrap the mold of L 
characters from a top in a position. The electric shielding field E2 covers, is not visible and 
carries out the situation in a tunnel. The information on the electric shielding field E stores 
information, such as positional information, a configuration, and a display gestalt, in the stage 
setting information 73 as electric shielding field setting information 735, as shown in drawing 34 
(c). This enables it to set up various situations and difficulty. 

[0220] Similarly, the rate variable region which changes the passing speed of block 910 can also 
be set up. For example, it is condition that there is a position on which ice stretches and it is easy 
to slide. Specifically, the block move section 222 can be realized by carrying out adjustable [ of 
the movement magnitude ] suitably, when the block 910 made applicable to migration is included 
in the rate variable region. In addition, a ** proper setup of the existence of migration of a 
detailed setup of a rate variable region, for example, the number of arrangement, and an 
arrangement location, the rate adjustable rate, etc. may be carried out. By this, versatility can be 
brought about by setup of GAME STAGE 900. 

[0221] Moreover, although explained as what depends a setup of gravity on the direction input 
key 1504 or a carbon button 1505, it is good also as a configuration which equipment is made to 
possess an inclination sensor and an acceleration sensor, and detects the inclination condition of 
portable game equipment 1500 from an inclination or acceleration. 

[0222] For example, in the case of portable game equipment 1500, as shown in drawing 1 , it is 
good also as a configuration in which an inclination sensor and an acceleration sensor are 
attached to the game cassette 1520. Moreover, in the case of a portable telephone 1600, it is good 
also as a configuration which prepares an inclination sensor and an acceleration sensor possible [ 
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connection with the data terminal 1608 ]. That is, I think that the direction of gravity changes as 

a result of an inclination. 

[0223] 

[Effect of the Invention] According to this invention, the movable block arranged on GAME 
STAGE moves in the virtual gravity direction which a player- operates. That is, it moves so that a 
movable block may slide on an inclined plane, or so that it can draw near according to force like a 
magnet. And the movable block which moved and became predetermined arrangement 
conditions Cist) is ehminated. 

[0224] Furthermore, according to this invention, if the movable block of a specific class is 
ehminated, it will become clear about the GAME STAGE concerned. That is, a player can also do 
how to play whether to put the block concerned in order efficiently and to only eliminate it from a 
degree paying attention to the block of not only the way of playing that puts in order and 
eliminates a movable block next but a specific class. 

[0225] Therefore, the puzzle game which combines easy game operability and the versatility of a 
game play is realizable. 



DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing l] Drawing showing an example of the appearance at the time of applying this 
invention to portable game equipment. 

[Drawing 2] The screen Fig. showing an example of a game screen. 

[Drawing 3] (a) Drawing showing the example of the class of movable block, (b) Drawing showing 
the example of the class of special block. 

[Drawing 4] Drawing showing the example of migration of a block. 

[Drawing 5] The block diagram showing an example of the functional configuration in the 1st 
operation gestalt. 

[Drawing 6] The data block diagram showing an example of the data configuration of stage 
setting information. 

[Drawing 7] The data block diagram showing an example of the data configuration of block 
setting information. 

[Drawing 8] The data block diagram showing an example of the data configuration of play data. 
[Drawing 9] (a) Drawing explaining the concept of the coordinate of an arrangement map. (b) 
The data block diagram showing an example of the data configuration of arrangement map 
information. 

[Drawing 10] The data block diagram showing an example of the data configuration of the 
gravity direction. 

[Drawing 11] (a) The data block diagram showing an example of the data configuration of gravity 
setting information, (b) Drawing showing the example of the order of selection of a position. 
[Drawing 12] (a) The data block diagram showing an example of the data configuration of 
arrangement condition information, (b) Drawing showing the concept of a reference position 
coordinate. 

[Drawing 13] The flow chart for explaining the flow of the Maine flow. 
[Drawing 14] The flow chart for explaining the flow of gravity setting processing. 
[Drawing 15] The flow chart for explaining the flow of block move processing. 
[Drawing 16] The flow chart for explaining the flow of arrangement judging processing. 
[Drawing 17] Drawing showing an example of a hardware configuration. 

[Drawing 18] (a) Drawing showing an example of the configuration in the 2nd operation gestalt. 
(b) Drawing showing the correspondence relation of the migration direction of a carbon button 
and a character which carries out the actuation input of a character. 

[Drawing 19] Drawing showing an example of the game screen in the 2nd operation gestalt. 
[Drawing 20] Drawing showing an example of the game screen in the 2nd operation gestalt. 
[Drawing 2l] Drawing showing an example of functional block in the 2nd operation gestalt. 
[Drawing 22] The flow chart for explaining the flow of processing of the Maine flow in the 2nd 
operation gestalt. 

[Drawing 23] Drawing showing an example of the configuration in the 3rd operation gestalt. 
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[Drawing 24] (a) Drawing showing an example of an operation block, (b) Drawing for explaining 
a gravity reversal operation, (c) Drawing for explaining a color strange operation. 
[Drawing 25] (a) Drawing showing an example of an operation block, (b) Drawing for explaining 
an immobilization operation. 

[Drawing 26] (a) Drawing showing an example of an operation block, (b) Drawing for explaining 
a rotation operation. 

[Drawing 27] Drawing showing an example of functional block in the 3rd operation gestalt. 
[Drawing 28] The flow chart for explaining the flow of processing of the Maine flow in the 3rd 
operation gestalt. 

[Drawing 29] Drawing showing an example of the game screen in the 4th operation gestalt. 
[Drawing 30] Drawing showing an example of functional block in the 4th operation gestalt. 
[Drawing 31] The flow chart for explaining the flow of the block move processing in the 4th 
operation gestalt. 

[Drawing 32] The flow chart for explaining the flow of the elimination processing in the 4th 
operation gestalt. ■ 

[Drawing 33] The flow chart for explaining the flow of the Maine flow in the 4th operation 
gestalt. 

[Drawing 34] (a) Drawing showing an example of the game screen at the time of estabhshing an 

electric shielding field in - (b) GAME STAGE, (c) The data block diagram showing an example of 

the data configuration of stage setting information. 
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224 Elimi nation Section 

225 Termination Judging Section 

226 Tab-Control-Specification Section 
24 Image Generation Section 

26 Communications Control Section 
30 Display 

60 Communication Line 
70 Storage Section 

72 Game Information 

721 Gravity Setting Program 

722 Block Move Program 

723 Arrangement Judging Program 

724 Ehmination Program 

725 Termination Judging Program 

726 Tab-Control-Specification Program 

73 Stage Setting Information 

74 Block Setting Information 

744 Weight Set Point 

745 Withstand-Load Set Point 

75 Play Data 

753 Arrangement Map Information 

754 Ehmination Schedule Map Information 
756 Character Positional Information 

76 Gravity Setting Information 

77 The Gravity Direction 

78 Arrangement Condition Information 

79 Character Setting Information 
900 GAME STAGE 

910 Block 

912 Typical Block 



914 Obstructive Block 
916 Fixed Block 
918 Special Block 
940 Character 

1500 Portable Game Equipment 

1504 Direction Input Key 

1505 Carbon Button 
1520 Game Cassette 
1600 Portable Telephone 



